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CASSETTE BARGAINS FROM PAGE 6! 


New cassettes from only 95p each including postage! 

Enhance your collection with these brand new game cassettes 
available now from PAGE 6 and NEW ATARI USER 
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KIKSTART 

Th* ultimata otf-rGMl motortnkt scramble Blmu- 
Iglnr [iuidc your ndur «»r«lijlly over Ihe ubBCA- 
Lta A In Ihl* Bll K*Wi stmulaiior fOF 1 player 
wgalnil :hc carYiputer Of I pln ycs agBlfltl MCh 
CtlteP «* ai the cloth 


Whal can wo My 7 A flr**t dnrte LhaltengHJ. 

' E -jm gpponanta. digl(l«*d *pe*ch, two playo' 
npi.lijn hue |oy stick c pnlrol. Ml matchpiay 
scoring. B &*n*e tat humour, 5L*i*rb playability, 
this one ha a It ail! 


SIDEWINDER II 

ft >B 27 yaars since the IlnSl b*t1l* □< the war 
with Ihe itlfifl*. 27ywri nf peat* have r*igr«d 
Ip [fit Wnslern Spiral Arm Ql 1h» Cialary All this 
■3 AbftUl la Chpnga. Step aboard your emit and 
prepare Id deleno mankind m this All Htlon 
Bfifma blast 


ON CUE 

Contftil that cue ball.! A challenging r«*i lire 
almulalkrfi which cgmlnrMS Prral And StaWkar 
■pn lha seme caiMlte. An absolute rtiuil M 
bilh enthusiasts and beginners alike. Groally 
addictive 


GHOSTBUSTERS 

Ha* anybody wn I ghnstl Halier or ted 1/M 
Itiay have! Ai Ihl* v*ry rnomerrt hunditadB -ffl 
ghaati are making IhAlr way la lha InlBffiCU* 
MCiCih pamtral. Only you t*n, $ave the world 
Item a disaster of blfaltcal propi-utions. 3 d go 
and BhOtt 'em how you do H! 





PROTECTOR 

hangmen to Fdlt HiMikar. Ihe US Army H*Heog- 
|«r Training School b***D In Ihe Nevada de»ft. 
your Aim l*to bocome Ihe be*1 phapper pilot 
this side or the Iron curtain. A rtflt P"Ol«ter! 
Yoyr mission eDnalel* 0* * alralcgic bAUlA *1 
wits belwMd yourself and *HIW HWlllfr pllnE 
or B -computer conlriilled HPY (REmote PfloOtt* 
Vehicle] 

ROGUE 

YOU are Hie HOGUE , Your mission iB 10 B*»rch 
the Oungncns of Dblim h>f thn Amuller or Ten¬ 
der. In |h* UungHMi you Wl* *1nd many thing* 
Id aid lha queal Bar Ihe AmulAt. You will also 
encounter learwmo Tenters and IlmdMl 
I rap ■ Ihal will 6h*ll*ng* »H your sklHB 


UNIVERSAL HERO 

Qmly taven second's !*n Id bhve Ihe plarUE! 
Universal Hers h*a In sort MB iMn pud every¬ 
body eiae s by Binding hh* to repair a Shuttle tD 
get r* B plan*! td pack up the spflr*B to mand a 
space brighter which Is oul ai COMPOl pud 
about to blow him and M* chances of parting 
back 1o earth Id alahl*. A nail biting, multl- 
dlrtwrulonal, hUres Arcade Mvanlurn-! 



*.j » r . ■rK.m^s. 







NINJA 



Blatte lha ball off all other maHlal arts games! 
That's all H Bay* &n the inlay! Someoo* *ur« 
reckons this Is the beat punching, kicking, 
dueling And dlvlngj game around 


ROCKFORD 

Th* only true arcade version pi the classic 
game Bouldardash. The 1 * are hour love a on 
aa«h t.r l|y* dilftirenl worlds with lour screens 
on each krti It mi adds up to eighty totally 
diHercnt playltig sc rsnns. 

INCLUDES FREE GAVE - CRYSTAL 
RAIDER 




ft HENRY'S HOUSE 


■Lhile h*snry has shrank. H* muw ruvlgale his 
way through Ihe royal household to rind the 
pur*. Avoiding AH th* obslacles in hi* path, 
hnom lorn tile 1dDUhbnJ*h«*. through pestllAiiOU* 
prirrot* and Cbnrs chasing chickens bp a final 
HicpiwitEV Wllh iha ylelnus vampire! Acfcnpw* 
leaped by all reviewbra A* pn« al Ihe be Si Atari 
games 

BOMB FUSION 

A bAtrOflil gang has planted bomb* throughout 
lha SellerSCfll* HUClpnr Processing Pl»n1 and 
you, is h super h*ro (fl* Otter Hie Boris 
AMrur ) hove to gu Ih and **va the plant and 
pceslbly the northern H*iril*|lharetrorn des- 
truetlan 


MILK RACE 

Cycling i.oofl miles ia no iheon real - and you 
could and up iwllng pretty e*h*USt*d by the 
lima you've k rushed playing this supA-fb raca 
slmulalHjn Desig ned especially In conjunction 
with the Milk Race 


GUN LAW 

Four months ul bloody fl/H*n attacks have iaAS«i 
Ihalr toll - all Ihe surviving InhatKlnnCs have H#d 
end BrfBOn attacks hsve been IhBd* on your 
weapon BlS!**, Ib»y destroyed Whal ypu could 
not carry away. You pro taft to hgrtH AlOh* 
against ruthless And blCDdtlMrsly killere With 
jus-1 A single machine puO 




REVENGE II 

The Mutated BOtool high. l*B*f spitting drotlt 
camels hie* r*h»llad agalna1th*lr caplorsthe 
Eiypalans and *IA i>Ul tipr revenge! A« Mtlon, 
highly grnjmicii shout-*rn-up horn Jeff Minler 


DESPATCH RIDER 

Join the growing band ol sir-eel tinmans ■ those 
I earless hOrdif* Whq larrlfy th* populallan al 
Ihp big cities to 3*1 lha parcels IhrOUflh Plan 
■your moves tD mnka- Bern* money, but don't 
lake too long ■ time Is *lw*y* short. Gain Ah 
Inslonl mAChq rating and be A dcapohcli rider 
with ihls all AClIon Hmulalion 


INVASION 

itabllue yDur unit* and proper* K»r bpttla-. This 
All action, space POAlllCl requires skill. Btraltgy 
and lactic*. YOU must drstrby Ih* weather cun- 
IfOl AlntlOfi In order to WWi the haltle bul *V*ry 
rrtOv* ythi make Ihe eo*my Will countBr. and 
they're walling lor you Id mak* |U*1 nne lalal 
(Up up 

LOS ANGELES SWAT 

3p«Ctal Aasagnmeni. R**CU* the hoslagA* from 
IhA l*rrcn*t gangs holding cut In West L.A. 
Clean up th* si reels. Blow BWAy Ih* bod guy* 
and be a hard on natwork T.V.! Fall and you 
won't be coming back to watch it. All Affllcn 
laystiCk banding combat Icr Ihqse with th* (Kill 
bn survive! 


SPEED ZONE 

Enter Ih* SpeodionB In * Pranllc dc'ence 
sgalnat m*roudlng alien lore** A survey ship 
sent InbO th* *ra* comas undflr Att*Ck. As an 
enemy vessel draw* closer ynur "STAFtFlRf 
Cless attack Craft I* teurwhnd 



FEUD 



Td win si Feud you muet "□uL-sp*ll" your rival 
WIZEktD Lnanoric In K!«k*'( herb garden you 
will rind Wl* Irgredlants for your tpalla ‘hul 
1r*ad ceraMly B* (lfango things C*n hBppm In 
ihl* gaihfl ni megic and my*1*ry 


PANTHER 

Save Ihe loAC humans an JienDh b*<cr* the alien 
hordes lurn lh*m Into $undny roaOt" Tflkfl your 
-gf-ound attack ship through Ibis 3D scrolling 
meg* snoot em up with great graphics and un- 
beltavAbl* (flundtrart 


SEE MORE CASSETTES ON OUR ACCESSORY SHOP PAGES! 

Any one cassette £1.95 - any two £3,50 • any three £5.00 - any 4 £6.50 - any five £7.50 
or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 


Use the order form on our Accessory Shop paces or just write or phone. Credit card orders accepted by telephone or 0785 213928 

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Overseas please add 25% postage for Air Mail 
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DOUBLE AGENTS 

Excellent split screen action 
lor 1 or 2 players 


SUBSCRIPTIONS 

Annuel subscription rates (G issues*) 

UK £12,00 

Europe (Air Mail) £15.00 

Elsewhere (Surface) £15.00 

Elsewhere (Air Mail) £21,00 

Oversea rijlM mifrcl only ih* diflfrente in postal cosls 

NEW ATARI USER ON DISK 

A dish containing all of the 8-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on suberip- 
tion. Single price £2.95 per dish. Subscrip¬ 
tion rates (6 issues) 

UK £2500 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42 00 

Please make cheques payable to PAGE 5 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encQuracjijs its feeders to 
submit, arllcltis. programs and 't-views far pubir- 
cation Programs must be submitted on disk or 
cassette, articles should whertiver possible be 
submitied as tevt files on disk. Wo SMk la tin- 
courage you* participation and do not havti sir ret 
rules for submissions It something nterests you, 
write a program or article and submil it! Appropri¬ 
ate payment will be made tor ail published prog 
rams and articles ali pay ments being made at the 
end of Che second month shown on the cover at 
the issue concerned, 

AH oremoi articles, programs and other material! 
in NEW ATARI USER is copyright of fhe author 
as credited. All uncrediced material is oopyrirjht 
PAGE 6 Unless containing the* by-imu 'All Highis 
Reserved' any material in NEW ATARI USER 
may he reproduced by User Groups and other 
rmw-profit making arganisnliong provideo that the 
authors name is included and PAGE 6 is credited 
as the original publisher. Permission io publish 
elsewhere should be oblafned from PAGE 6 or 
the author Editors of newsleliers rapraducinp 
maienal are requester to send a copy of the 
relevant issue to ihe Eoitonal address ol PAGE 
6. Whilst we take whalever steps we can to 
ensure the accuracy ol articles and proprams and 
the contents ol advertisements, PAGE E cannot 
be held liable for any errors or claims made by 
advertisers. 


CONTENTS 


Issue 57 - August/September 1992 


DOUBLE AGENTS by Bill Halsall 

Super splitscreen spy action 

XL/XE PUBLIC DOMAIN Edmund Blake's column 

A took at Textpro and Copymate 

FIRST STEPS IN ASSEMBLY by Daniel Lea 
A new series to get you on your way 

THE TIPSTER 

DISK SECTOR EDITOR by David Rawlings 
An application using 80 columns 

SERIOUS STUFF FROM APX reviewed by Paul Rixon 
Enhanced Pokey Player and Sherlock 1050 

VAREDITby Richard Lewis 

Change variables after your program is written 

TUTORIAL TIME by lan Finlayson 
CIRCLING AROUND by Ann O'Driscoll 
GOOD NEWS* KeSoft software reviewed by Paul Rixon 
FRUSTRATIONS! by Gordon F. Hooper 

TRANSDISK IV - SOME SOLUTIONS by Bill Jackson 
AWAY FROM THE KEYBOARD by Mark Hutchinson 

DISK BONUS - CRYSTAL CRISIS 
THE ACCESSORY SHOP 


ST FILE 


ATARI (TM) is a registered trademark of 
ATARI CORR AH references should be so 
noted. NEW ATARI USER is an independent 
publication and has no connection with Atari 
or with any other company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 24th September 
Editorial copy dale is 17th August 


SHOE PEOPLE reviewed by John S Davison 

MAKING MUSIC 

John S Davison revisits Band-tn-A-Box 

SUSPICIOUS CARGO reviewed by John Sweeney 
MANCHESTER UNITED reviewed by Damon Ho worth 

MOPE HIGH JINX 

Lynx game reviewed by John Sweeney 
COUNT AND MIX Educational programs 

SUPERHEROES and CHART ATTACK by Damon Howarth 
HARLEQUIN reviewed by Damon Howarth 

PAUL RIXON'S PD WORLD 
ST GAMES 

lotus esprit 2 - Horror Zombies - Team Suzuki - Video Kid 

THE STOS COLUMN by Dion Guy 

KEYBOARD OVERLAYS tested by John S Davison 


EDITORIAL 

CONTACT 


4 MAILBAG 

39 


Editorial address; P.O. Bos 54. Stafford, STiS 1DR, ENGLAND Tel. 0705 213920: FAX 0705 54355 
Editor & Publisher: Lea EM Ingham - Advertising Sandy EIHnghpm 

Printed by Stephens & George. Merthyr Tydfil Q685 5351 ■ Page layout by PAGE 6 - Cdmpggraphie output by 
ALL. SET Phototypesetting Q7S2 824183. Origination by Ebony 0579- 47080 Newslrado Distribution by Diamond 
Europness, Un*t 1, Burgess Road Ivytiouse Lane r Hastings, E. Siisse* TTN35 4NR Tal 0424 430422 
_ NEW ATARI USER is published bi-monthly on Ihe Iasi TTtursday ol the mwilh prior io cover date 
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"The Magazine for 
the Dedicated Atari User 1 

ISSN No, 0958 7705 

THE CREDITS 

ALL of thr usual is on 3 buL bene are 
I he people who made fills Issue possible, 

Lea Elllngham rild .ill Lbe usual this Knir In 
much I he same way. frectLnfi over whelher Lt 
would he compLeled on time, but Ur She end just 
carrying Oil and getting il done. A bit of building 
and decorating lo do before l lie nest one! 

Sandy actually went off on holiday on tier own 
hut mimaged to do her sUlIT before and after Lo 
help us keep JSping 

Paulette bad her picture taken recently (ailtl 
secretly cn}pyed ill and then started saying lha.1 
a reader or <wo had written ill asking for her 
picture In the mag. Sounds a bit unlikely but 
what do you think, fancy a pose from Paulette In 
the next one? 

The Regular Contributors, who provide ihe back 
bone of I he magazine and can generally be relied 
upon to come up with good articles and reviews, 
a».... 


John S Davison 
John Sweeney 
Damon Howarth 
Dion Guy 


John Davison jr 
Paul Hilton 
lan FLulayson 
The Tipster 


All other contributors lor Ihia Issue are Indi¬ 
vidually credited alongside their articles o t prog¬ 
rams. Thanks lo everybody for si Lari rig (heir en¬ 
thusiasm with Other Alar! users. 

Aflcr a complaint about Turbofes and yet 
another over ihe Lynx photo (some people doni 
know bow much these front rovers COStJ we are 
delighlrd to have, at bast, a decent picture once 
again from none other than our old friend Bill 
EIiJhII wliose Double Agents Ls featur^L- 

Gotcha idlh fikwJleueJite dfcdrtf I? Nobody kwir 
Ihe answer Jjia far rhose iitfewsted die CD (S AJ( 
Thrsnjr/ii Tht:- Vear, a lloitcp Pukey Ckflilfy Complin 
flipn, Jealming some major rti«h.?mporaiy /oik sincere 
and hands, I n ?commfindecf if (his if ipnsr scene. 

Ajrwjri /foam (Jia( one (nsptrrutfon drzs come (his [(me 
fro m Main? Brennan. ti snio alhum (ho! sounded unsafe 
urfcr?<( ti^arittg bid grew and c?nei n, .yennljer Worries 
uMfPt one much better than I thought if uMild L* J and 
/inrJd,! tn’Jne ii'll Li a raErter disappointing Rude ALL'aki'- 
n(np. Annie LerthWf was di (here (on as uiis D»ye 
QJnsiiia rind Brian lV(Ko«()hhp loi'dl Old .Sfltocri Songs, 
fourteen ijears oW nnrl sNtl sounding good! On ft 
Uphtei' jjred ■ rhtTi* Ls- Darid Lnnz leiUto n beauC/id piano 
album (haf J am hopirio Jrjftn Uautson lh poincj to mix 
[iS3e(her ujffh n Thunderstorm Jar me? Did- ftna (ha( 
lifid the most pJnp ixlwcdl issues haue ht-en 
Hmrc Cbddnm and ihiUtt Si- Warte. The <Rri Incttfdf- 
hle String Buftd had arte or hoo airings ion urfik'-h 
Jbnrips ljs r'ppjfrp (his issue's free CD eompetBton Lehich 
gees ia IhejirsL jpersof? ceho can leU me mho was (he 
original (bird mem her (tf slit' SBB and (he name of the 
hand he friu-nrferf when he ic/i. Easy ft*ie Uial. ehl 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
bo SEND IT TTf NOW1 

PAtiH 6 ifrm+i ms wktt you can dir with jOttr Alan, \'fiW 
aTAffC l'SEX has iii-ATj created enlirelt irir h rtftftl 
tqitipmtni. initially on the .1 1. but m&rf lately wish a Mf^ir 
St add viHtf itftff. *'Xo jrejdh- f'C'i' or Mdi'st H'rrt Jkr 
rjTfjsJlMivT of rAf find! Mdpnl S*n a I.inoSrtm and riff Nf( o f are 
in-kreKTf rrpn/ i-amera for the photOK and lixtiny.<, everything 
it dittte m thf SF Hardware include} 6 MfgSX ST2 {upgraded 
so 4\U>t, SM12S Moiuhtf , Supra tff.Mfr Hard ih.it. an Atari 
laser Printer, Cite*™ 12411 primer, Philips CWWMJ mimisor, 
T.fffA'h', Jt PSS1 J^A drive, Xli) dak drive, lt$0 idItrfWTf. Si Pi 
XP23 primer. I'nntspal uflware MMd ft Prrdeit and fleet 
Stttti Publisher 3-0- Other tafluarV ittehltiet hermit, ran- 
7ii((. t urbo htriie and vpriMi. 1 , Giuloim wrisiett program* on 
the XIJXK. Article r Affif ppiognuicv xubmitted on XLiXE disk's 
art subjected lo various fiOFiatf written prttgram's be Jure 
fifrft.C traaiferreducrovs a' the ST 'ftT TARITAt-fi- At! mu/i/V 
ediling is done with PrutveS and putget ttbe Itftd out with Meet 
S'Sreet Pubtliher. A disk wifir She finished (Icoffs dJt Postscript 
files iy ftrref da a typesetting bureau So he autpuS oM d UttOtrap 
und v hey prrstrr, finished pages are sent hack exactly jiA JufliU 
sw I hem. Il realty does worki Alt /hat IS left ft If) drop in She 
h> sings and photos, 

’Wed, d r s noS quilt as easy ffi thus hut yon get she idea! 


Sdct&ual 


I havi 1 booked my nexl holiday lor 1995. I know that might be a bit rtish but I 
have this feeling that the recovery that the men in pnwer keep tellinR us is in 
hand might actually begin around that time What Is apparent, not only In 
the computer trade but also in most businesses dealing In 'non-essential' supplies, is 
that people arc no longer spending their money. Most I oiks are saving every penny 
they have because nobody has any confidence in the fut ure. The only people whose 
life is not affected are those running ihe companies that you and 1 have no choice but 
to huy from - electricity; water, gas and telephone. The rest of us are struggling and 
by ihe looks of things will continue to struggle for some time. 

The reason for mentioning all this gloom and doom is news from the trade of major 
changes concerning ST magazines. A couple of weeks ago it was announced that 5T 
Format, ST Action and ST User were all going on “firm sale, a move that is normally 
only made when the returns from the newsagents begin to get rather high, Jn other 
words, lt would appear that the publishers concerned can no longer afford to pump 
out masses of copies of magazines that people are not buying. All I his was accompa¬ 
nied by the usual bullish (or add a t for an anagram) talk of having established titles 
(hat no longer needed lo be on sab' or return, but the writing appears to be on due 
wall, A couple of w*:cks later Future Publishing announced that it was folding Public 
Domain, ils hugely successful* magazine covering the ST PD scene among others and 
Europress announced that its public domain magazine would drop all coverage of the 
ST and Amiga and concentrate solely on the PC. 

Reading behind the lines all this means that people are no longer buying even the 
cheapest software for their ST, and probably no longer buying STs. The huge shift 
towards the PC from all quarters makes sense when you consider that most PC users 
don't buy their machines, they Just use the one at work, and many of them don't even 
buy the software - a few games can easily gel lost on the company budget, especially 
when you are working for those companies that have us by the proverbial^ 

Hands up those small businesses who are basking in the sunshine of economic 
recovery. Belter still drop me a line with your success stories and cheer us all up, 

A BRIGHTER NOTE 

On a much brighter note I must say a big thank you to everyone who has sent in 
contributions recently. We seem to have had ei llood, ot good quality articles and 
programs in recent weeks which shows that the commitment and interest arc still 
(here. We still seem to be lacking good quality games suitable for typing In so if there 
are any of those nearing completion be sure to send them this way Some ol the 
articles and programs sent in are quite long so we will have Lo figure out the best way 
to present them, but better that problem than not having any at all to consider! 

FROM OVERSEAS 

We recently had two visitors, a couple of weeks apart, from opposite sides oi the 
world bringing news of the Atari from their neck of the woods, Weil Patterson called in 
on a round the world trip from Australia where they experience much the same 
problems as wc do with Alan and Ron Moll man called in from Washington to bring 
news of the scene In the USA. Despite the dwindling support of what Ron and fellow 
US Atarians now call the AJari Classic' It seems that there Is still good support among 
the user groups In I he USA. Granted not what it used to be hul the base Is still there 
and it ain’t going away just yet. It is most gratifying that these folks took tints out oil 
their vacations to look us up In what is hardly the most inters sting or scenir part of 
the country, Nice to see you. fellas! 

MOVING 

We are moving offices shortly, probably around the beginning of September, hul the 
majority of you will no! notice any difference since we will be keeping the same P.O, 
Box and ihe same telephone numbers. The main reason for mentioning it is thal over 
the coming months we will he even more Inefficient than usual in answering letters 
and dealing wiih queries lean it get worse?) as we have a lot of work to do on Ihe new 
offices to make them fit for habitation and, as many of you will know, moving takes 
one heck of a lot of time. Priority will be given to keeping the orders flowing and 
getting your mags out so you should not notice any difference in the service for orders 
bul the non-essential' letters and queries may well have lo be found a special resting 
place! 
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MILES BETTER SOFTWARE 


TOP 20 CASSETTES 



Boulderdash ... 

2.99 

Head Over Heels. 

2,99 

Trivial Pursuit ............... 

6,99 

Fight Night. 

.. 7.95 

Henry's House ... 

1.99 

Chuckle Egg ... 

2.99 

Druid... 

2.99 

PacMan . 

.. 7.95 

Ninja ........... 

2,99 

Kenny Dalglish .. 

2.99 

Rampage... 

2.99 

Desert Falcon 

Out of Stock 

Yogi’s Great Escape. 

2.99 

Colossus Chess IV ....... 

4.99 

Blue Max. 

2.99 

Designers Pencil 

.. 4.99 

Fool ball Manager. 

2.99 

Rockford .... 

1.99 

The Count . 

4.99 

Rally Speedway 

7 95 

■ ■■ ■■ 1 ■ vw 

Star Wars... 

2.99 

Gunlaw.... 

1.99 

Crumbles Crisis .. 

2 .99 

Hardball .. 

7 95 

kilfl + aflMP ■ •¥¥ 

League Challenge. 

1.99 

Kick Off. 

2.99 

Spitfire 40. 

6.99 

Moon Patrol. 

.. 4.99 

Tomahawk. 

2,99 

Protector. 

2.99 

lazerhawk... 

2.99 

Food Fight ... 

Out of Stock 

Blinky's Scary School .. 

2,99 

Ruff and Reddy. 

2.99 

Spy vs Spy 111 ... 

3.99 

Eastern Front 

.. 7.95 

Atari Compilation.. 

4.99 

Mission Shark. 

2.99 

Beer Belly Burl. 

2.99 

Dreadnought Factor. 4.99 


GAMES H ADVENTURE STRATEGY 

ON DISK H ONI r>IHK 


BUDGET CASSETTES 


Spy vs Spy III . 3.! 

Ball Blazer .. 2 : 

Beer Belly Burt ..... 2.' 

Blue Max .. 2 : 

Bop and Wrestle .3: 

Spitfire 40 ... 6: 

Smash Hits Vol. 7 ............ 2: 

MIG Alley Ace . 6.' 

Trivial Pursuit . 6.' 

Touchdown Football .. 4.' 

The Pawn .. 9.' 

The E Factor .. 2 : 

Suspect . 2 : 

Sunstar . 2 : 

Spindizzy ...... 2 : 

Silicon Dreams .. 6. 

Scooter .. 2 . 

Rosen's Brigade .. 2. 

Rocket Repair Man . 2. 

Rampage .. 2. 

Questran ........... 2 

Ouestprobe .. 2. 

Quasimodo ... 2. 

Polar Pierre . 2. 

Picnic Paranoia . 2. 

Nightmares .. 2. 

Night Mission Pm bail . 6. 

Nibbler .. 2. 

NATO Commander ..4. 

New York City ... 2. 

Mr. Robot ..2. 

My first Alphabet . 2. 

Montezuma’s Revenge .... 2 . 
Maxwell's Demon/Memory 

Mania ........ 2 . 

Living Daylights 2. 

Licensed to Thrill . 2. 

Laserhawk . 2. 

Juno First ........................ 2. 

Gauntlet Deeper 

Dungeons .. 2 . 

Freaky Factory .2. 

PLEASE GIVE 
SECOND CHOICE 
WHEN ORDERING 


The Count .,.. 

Pirate Adventure .. 

The Payoff .. 

Decision in the Desert 
Voodoo Castle 
Kennedy Approach ... 

Silent Service .. 

Rampage . 

Panzer Grenadier . 

U.S.A.A.F. . 

BattleCruiser .. 

Silicon Dreams . 

Eternal Dagger . 

Suspect ... 

Infidel ...... 

Seastalker .. 

Jinxter .... 

Ingrid's Back . 

Zorklll .. 


Lancelot .... 6.99 


XL XE CARTRIDGES 

Archon ... 

7.95 

Ballblazer..... 

7.95 

Barnyard Blaster. 

4.99 

David's Midnight Magic... 

7,95 

Desert Falcon..... 

4.99 

Designers Pencil . 

7.95 

Eastern Front... 

7.95 

Fight Night.. 

7.95 

Food Fight .... 

7.95 

Hardball. 

7.95 

Moon Patrol. 

7.95 

One on One Basketball. 

7.95 

Star Raiders... 

7.95 

Super Breakout . 

499 

American Football . 

7.95 

Rally Speedway. 

4 99 

UTILITIES 


OM DISK 


Mini Office II . 

14,95 

Planetarium ... 

29.95 

Cut 'N f Paste . 

16.95 

Trakball . 

995 


ISO Darts-.........2.99 

Air Rescue..2.99 

Astro Droid...£.99 

Battalion Commander .. 4 99 

BMX Simulator . 2.99 

Boulderdash,....„ 2.99 

Cavernia......2-99 

Colony..1.99 

Crossfire .. .2.99 

Darts.....1.99 

Daylight Robbery....1.99 

Desmonds Dungeon...1.99 

Dizzy Dice .. 2.99 

Fantastic Soccer .. 2.99 

Football Manager. 2.99 

Fruit Machine—.. 2.99 

Ghostbuster.2.99 

Gunlaw...2,99 

Head Over Heels.....2,99 

Adrian Mole...2.99 

Amaurote... 2.99 

Aztec Challenge...1.99 

BI inky's Scary School.2,99 

Bomb Fusion .. 1.99 

Rockford.... 2.99 

Chuckie Egg.....2 99 

Crack Up __.__2.99 

Crystal Raiders .. 1.99 

Dawn Raider ...................... 1.99 

Cosmic Pirates,..,.,. 2 99 

Despatch Rider...1.99 

Encounter ...2.99 

Filed.... 1,99 

Frenesis. 1.99 

Fruit Machine Simulator .... 2.99 

Gridrunner.. 1.99 

Hardball.2.99 

Heartache.. 2.99 

Henry's House..1.99 

Atari Compilation.,,.,,.. 4.99 

Jocky Wilson's 

Compendium .2.99 

Kenny Dalglish Soccer........ 2,99 


LA Swat ... 2.99 

Last V8.. 2.99 

Mad Jax.....2.99 

Mercenary ....1.99 

Milk Race ...».... 1.99 

Mission Shark.,,,..,... 2.99 

Mountain Bike Racer...,. 2.99 

Mutant Camels.. 1.99 

Death Race .... 2.99 

Decision In The Desert...... 3,99 

Jewels of Darkness,,.,.4.99 

Wizard of Akyrz. £.99 

Escape From Pulsar 7.. 2 99 

Perseus and Andromeda.,., 2 99 

Rogue..... 1.99 

On Cue..... 2.99 

Panther,..,,... 1.99 

Plastron., 1MM1 „.. 1.99 

Protector....,..,,.. 1.99 

Revenge II,.,..... 1.99 

Invasion...1.99 

Four Great Games.. 4.99 

Jocky Wilson Darts..,. 4,99 

Kick Off..,,..2.99 

Las Vegas Casino ..2.99 

League Challenge. 2.99 

Master Chess ..... 1,99 

Micro Rhythm.... 1.99 

Mirax Force,,..,.. 2.99 

Molecule Man... 1.99 

Mr. Dig......... 1.99 

Arrow of Death ......2.99 

Golden Voyage.... 2.99 

Knight Ore........ 4.99 

Lancelot.... 4,99 

Circus ..... 2.99 

Ten Little Indians.. 2,99 

Rutland Reddy.,..,.,.. 2,99 

Ninja ......... 2 99 

Panic,,..1.99 

Phantom... 1.99 

Pogotron... 1.99 

Red Max ..... 1,99 



219/221 Cannock Road, Chadsmoar, Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543) 466577/8/9 F\ 


Add 5D|j lo orders less Ihan £ 5.00 All price? correct al 
time al rjamyi lo press. Access or Visa orders welcome’. 

Please Add Cl par Itam tor overseas 
Please make Cheques or Postal Orders payable lo 
■MILES BETTER SOFTWARE" 
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SOME UPDATES 

I would like to comment on 
a couple of things in the 
last Issue of New Atari User. 

Ann O'Driscoll has an in¬ 
teresting tutorial about 
numeric functions but 
there is an error where it is 
claimed that L a number to 
the power of -n is equiva¬ 
lent to the nth root (l.e. to 
the power of l/n) k . In fact 
X 11 is the same as L/X 11 . I 
don't agree totally with the 
example of probabilities, I 
know that simulating two 
dice to get a random num¬ 
ber between 2 and 12 will 
make the extreme values 
less probable than the mid' 
die ones, but you could just 
as well use single random 
numbers if all you want to 
do is make a probability of 
1/13 for something to hap- 
pen. This could be done 
with IT INT (RNDIG)UB)=0 
THEN .... or IF RND(f>Hl/l8 
THEN ... 

Finally I was a bit confused 
by the solution to the Rain¬ 
bow Room (WOBNIAR) in 
Guild of Thieves on the 
Tipster pages. 1 have also 
found the same route from 
the black square to the 
white square but I have had 
no success in following the 
same path back. Instead I 
have discovered that the 
correct route from the 
white square to the black 
one Is NW, N, NW, E. 5W, 

SW. NW. N. Then yon will 
pass the same colours in ex¬ 
actly the same order 
whether you are going from 
the black room to the white 
or vice versa, 

Roald Sund, 

Norway 

CONTROL KEYS 

Thanks for such a great mag 
over the years. Would it be 
possible to print the control 
characters and their corres¬ 
ponding keypress combina¬ 
tions so that i can type in 
the programs that you pub¬ 
lish? I would not normally 
ask for anything Like this 
but this is my first attempt 


at typing in these programs 
in four years, due to my 
being an ST user in the in¬ 
tervening years and only 
just acquiring an 3-bit set 
up again. 

Tim Mt-isum 

London. 

Nice to hone you bar k! We 
ustfd to publish a table of all 
the key proas combinations On 
the same page as the TYPO III 
Its ring in each issue but drop¬ 
ped this whetl me had to re 
dtice the number of pages. We 
heme no pi 1 arts to reintroduce 
this bu2 there are still a num 
her of back issues available 
unth the TYPO listing and this 
table in. Why nof order a back 
issue, asking us to ensure 
ihaJ it has TYPQ in if? 

CASSETTES 

Are any of you old enough 
to remember the original 
Atari User? If so is there 
any chance of doing a cas¬ 
sette service like the aid 
mag used to as well as the 
disk? Can the XL/XE do the 
same as the CBM €4 on tape 
with two or more games Le, 
LOAD "Game Title", Found 
"Game Title" etc.? If not is 
there a routine that can be 
loaded In first to do it for 
you? 

D, Copeland 
Doncaster 

... I have been wondering if 
you would be able to put a 
cassette with New Atari 
User just like the issue 
disks, I wouldn't mind 
paying a little extra so 
could you tell me if you 
have any such plans and 
how much it would cost, 

John Ho, 

London 

If you remember the old Atari 
User you rcill also remember 
that they dropped both their 
issue cassette and then die 
disk after a short ichilc, TYc 
duciny a cassette each issue 
sounds Uke a good idea until 
you actually tnj to do it. Many 
programs mode only on disk, 


there is rru ujay to produce a 
menu, (apes are not reliable, 
disks can be copied quickly 
etc , etc. It is simply not cost 
effective to produce a cassette 
UJfth each Issue, On the occa¬ 
sions when we have done so 
with programs such as the ex¬ 
cellent Biik-Bat and Day At 
The Races 2 he response has 
notjusti/ied the cost o f having 
die tapes commercially dupli 
caled. As regards saving 
games on cassette witllj&e 
names, this is riot possible 
with the standard Atari 
although me did publish a list¬ 
ing many , many years ago 
Lohich canid do this. Un/briun- 
ateiy that issue is now long 
out of print. 

MACHINE CODE 

I would like to learn how to 
program In machine code. 
Do you know of any hooka 
about this? Also do you re¬ 
quire an Assembler? I would 
be very grateful if you could 
answer these questions for 
me. Your support for the 
Atari is brilliant, if it hadn't 
been for Page 6 I would 
probably have thrown my 
Atari in the bin. I now have 
a disk drive, a printer and 
other various peripherals, 

M.. Watson 
Bridlington 

All of the hooks on learning 
machine code on the Atari arc 
now uuf of print but you might 
like to check out fhe new 
series starting this issue 
uihich, LL’hifst uoi claiming to 
fje the definitive guide to 
machine cade programming, 
should get you siarted, You 
wfU need an Assembler and 
the only one currently auatl- 
able is t he Atari Macro 
Assembler which you can get 
from the Page 6 Accessory 
Shop. You could also look out 
for Atari's Assembler/Editor 
cartridge secondhand , There 
have been other Assemblers 
hut they ore long gone, 'there 
are one or two in the public 
domain, although icc toouldn'f 
recommend them/or begin¬ 
ners. You will need a copy of 
Mapping The Atari (absolutely 
essential/, and other books to 


look out for Include Atari 
Roots and Computers Regin- 
ners Guide to Machine Lan¬ 
guage. both otd of print A 
notice in the f ,’ontaci column 
asking for books on machine 
language uxmld seem to be 
your best bet qffinding what 
you need. 

NOZEP 

I recently wrote to Zeppelin 
congratulating them for 
their Atari S-bit games and 
asking about new releases. 
Unfortunately they infor¬ 
med me that if the market 
for the Atari 3-blt did not 
pick up then they would not 
be producing any more soft¬ 
ware for the Atari. They 
stated that the sales for the 
8-bit are less than the 
actual cost of writing and 
producing a game. On this 
sad note I urge people to 
buy Zeppelin's existing 
games and to show support 
for any new releases, 

Pauli Harley, 

High Wycombe 

Sadly the 3-bil market will not 
pick up because Atari arc no 
longer Interested, They seem 
content to have a he STgointFig 
only &% of the market for soft¬ 
ware sales {dawn from 
around 25 f -M>) ogams ( Corn 
modores 22% icith the Amiga. 
But of course Atari are now 
pushing the Lynx as their flag 
ship tull'h massive software 
sales of 2% against the Came 
boy's J6f% and Saga's 23%I 
One ux)riders whethcrJack 
has more shares tn the other 
companies than his atufi 

MORE SUPPORT 

Just a small note to con¬ 
firm that we have a selected 
range of Atari 3-blt software 
In stock on disk, ROM and 
tape. We would be happy to 
see any 3-bit owners who 
can make it to this earner 
of the world. 

Steve Wilds, MCE Computers, 

13 Packers flow, Chesteir/Idd, 
Derbyshire 540 1RB 
Tel. 0246 557006 
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CONTRIBUTIONS 


FAME... 

thrills ... 

and a few bob in your pocket! 

Why not turn the lose of your Atari into a few pounds to spend 
ns vou wish? Lots of people have done so by getting something 
published in NEW ATARI USER and they have also experienced 
the rkrill of seeing their name in print. There really is something 
special about opening up a magazine and finding something that 
you have written all nicety laid out with your name at the top- 

We pay for articles anti programs on the following, basis 

for the ‘star' program listing each issue 

for all other listings published 

for the DISK BONUS program, 
if used on its own 

or more for multi-page articles 

for a single page article or review 

plus other sundry payments for various items published 

WHAT SHALL I WRITE ABOUT? 


£50 

£25 

£50 

£50 

£25 


Programs for the XL/XE can be on almost anything, as a 
scan through past Issues will ret veal. We arc short of good 
arcade games though and love stuff in machine rode but 
Basic is fine if the game is good. 

As for articles, the main aim Is to write about someth lug you 
really know about, Chances are that if you have discovered 
something that Interests you enough to write about It, It will 
interest others as well 

All programs must be submitted on disk if possible, Gasset 
tea will be accepted but we can't guarantee that they will 
toad, so the risk is yours. Articles should be submitted as 
text tiles on disk wherever possible with printed copy If you 
have a printer. 

We are not really fussy about presentation, as long as the 
programs or articles are well written, but the easier you make 
it for us, the better chance I hat your work will be published. 
We work on dost 1 deadlines each issue and there Is nothing 
worse that to select a really good looking program only to find 
that we can’t figure out how to use it because the author 
didn’t write up the instructions! 

We can't guarantee that we will use eveiy Item submitted 
and we can't write back with reasons for no! selecting certain 
articles or programs, but a lot do get published, as our 
regular contributors will know, so give It tiy. 

$end YOUR contributions to 
THE EDITOR, PAGE 6, 

P.O. BOX 54, STAFFORD, ST16 1D« 


DISK BONUS 


CRYSTAL CRISIS 



A machine code arcade 
game by Peter Foote 

Crystal Crisis Is a 100% machine code game based oil the 
program of the same name by Phil Needham which appeared 
in Issue 33 of New Atari User, Graphics and sound have been 
modified and improved to give a fast paced action game with 
lots of on screen animation. 

You control a robot with the task of collecting crystals 
buried underground to provide power for your stranded 
spaceship so that it may lake off and leave the planet, The 
crystals have to be collected from a mine, used by the inhabi¬ 
tants of the planet, but It means blasting though rock strata, 
dodging falling rocks and avoiding the security robots. On the 
planet's surface your ship has been spotted and (he natives 
are using a high powered laser to bias! through the mountain 
behind which your ship is, lor the time being, safe. You must 
collect as many crystals as necessary and get back inside the 
ship before the mountain, and your only means of escape, 
are destroyed. 


PLUS 

TICTAC 

A playable demo version ofKeSoft’s 
new game reviewed in this issue 

The object of the game is Lu simply line up three of the magic 
objects on each level but the task Is not as easy as it might 
seem. In addition to working out Just how to achieve your 
task you are up against a clock ticking away (he seconds and 
a rather nasty ghost intent on stopping you in your tracks. 
This demo version has certain features disabled but is fully 
playable arid demonstrates admirably the quality of KeSolt's 
game, 


The NEW ATARI USER Issue 57 disk is sent automatically 
to Disk Subscribers with their magazine but Is also avail¬ 
able separately priced at £2*95. The disk contains afl of the 
programs from this issue reedy to run together with the 
bonuses mentioned above. To order a copy simply write to 
PAGE 6, RO. Box 54, Stafford. ST16 1DR or telephone 0735 
213928. Credit card orders are accepted. 
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XL/XE TYPE-IN 



S o you think you are I he slickest secret 
agent do you? Well, you've just been 
challenged! Your mission is to find 8 
secrets and make your getaway from a foreign 
embassy before atl equally determined opponent 
does the same in yours. All you need is a good 
karate kick, light lingers, a good memory and, 
most of all, double vision so that you can keep 
or] eye on everything at once’ 

Each embassy comprises 21 rooms, 16 of 
which contain 1 secret- The S> exceptions are 
those where you have the choice of 2 rooms to 
enter, in which case 1 will be empty. Secrets arc 
hidden in identical positions In each embassy, 
but as a secret is found in one embassy it is no 
longer available in the opposing embassy. So. if 
you see your opponent find one in the room you 
are searching it is time io move on! II you enter a 
room where the secret lias already been removed 
prior to you entering there will be a square 
printed next to the room number. You'd better 
move on again! 



The action takes place on a split screen with player 1 in the 


lop half and player 2 In the bottom half. Press the correspond¬ 
ing Joystick trigger for a 1 or 2 player gunfe. In a 1 player game 
the computer controls player 2. 

SEARCHING FOR 
SECRETS 



To search the rooms manoeuvrr your figure over an object - 
EXAMINING' will appear when you are in the correct position 
- and eventually "NOT!IING I 1ERE 1 ' or "SECRET FOUND" will 
display. Hooks and computers take some time to search while 
cupboards don't lake as long. You w ill leant by experience 
which are the easiest objects to examine. 

Safes and some doors are locked and you will need to crack 
(he combination or blow the lock to continue. To emek (he 
code, move the joystick until the desired figure appears then 
press the trigger to select- You will have to get atl 3 digits 
correct to proceed. To blow the lock select "B" and press the 
trigger, Bear In mind though that you only have 3 bombs so 
use them wisely. 

by 

Bill Halsall 


MOVING ON 

Position your man over a door to move up io the next room. To 
move down from any room position your man over a 'door ajar' 
space at the foot of the sc reen and pull the joystick towards 
you. 

In some rooms you will have to light agents who try to stop 
you fromi searching the objects. EYess the trigger to punch In 
the direction you arc facing To launch a flying kick move the 
joystick left or right and press the 1 rigger simultaneously. To 
duck pull the joystick towards you and press the trigger. You 
cannot kill your adversaries but you may knock them down 
long enough to enable you io search the objects. 

The hut tons on the wall detonate stun grenades in each 
embassy which are equally effective on adversaries and your 
self. Hope you press the correct one’ 

Your getaway car is waiting beyond Hie door in room 21 and 
you can escape once you have collected your 8 secrets. Press 
the appropriate joystick trigger to play again, 
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DOUBLE AGENTS 


LISTING 1 


ek i he ii ii i mmmimiiiii hi m i mf i i ii mtmmf mimmm 

LT 2 REM H DUUBl E AGENTS It 

CE 3 REM n by H 

EZ 4 REM H Bill Hd 1 bd I t U 

HC 5 REM tt ----- _______ n 

LK 6 HEM It NEW ATARI USER - AUG 19 92 H 

ro 7 rem im iii i i im iii nmiumHim i mii i mmNmm tmtt 
HR ft REM 

KM 10 REM »** LISTING I *** 

BC 12 RE« 

HA 14 REM 


BK lb REM 

PD 20 DIM LIHE$C96J,ASf6I9211L3NE=99*iCMf 
=^48ITRAP IBBiGOSUfl 200 
LM 30 AS Cl J ="0" : AS (8192? = ”*" ; ft$ (21 -AS 
RG 40 LIME=LI ME+10iCW T-CNT44QIHEAD LIMES, 
CHK SUM1? ,, nCTi33IIl?’ LIME " J LINE 
IH 50 CHK=fJ5R <1536 , ADR ILIHES3 , APR <*£? +CMT 


III 50 G05U* 300 : GOTO 4H 

VfH 100 IF PEEK (19S5 Oft THEM ? '‘ERROR "; PE 
EK11951 } CHR? (25 JJ : FNP 
A*. HO ? ''3IfAV + ': TRAP lOQ 
RK 120 ? " CPI I 5K OR CTJAPE":GOSUB 1 Bb;1f 
K -66 THEM 140 

AK 130 ? "HEft&V CA55ETTE AMP PRESS Rt TURN 1 
"tDPEM »1,O j 12B j “Ci“!GOT 0 Ibo 
KU 14fi ? 11 RL AD ¥ DISK AMD PRESS RETkJRN";G* 
SUO ISO: IF KOlSS THEM 140 
OF lb* OPEN ttl , B , O , "D : ROUSE E . OBJ" 

YH 160 ? ttl J AS Cl , 6272? : CLOSE 111 SENS 
ZH 108 CLOSE ttl £ OPEN ttl, 4 , * , "K r : GF T ttl , K 
; CLOSE HT1 :RETURN 

MR 700 FOR A-1S38 10 1658:READ D:POKE A,P 
:NEXT A:RETURN 

IK 210 DATA 1*4,104,133,204,104,133,2 

03,104,133,200,104,133,70S,1*9,0,141,1 
2?,6,141 

IE 220 DATA 12S,6,160,255,140,12S,6,140,1 
26,6,173,126,6,201,47,200,11,173,127,6 
OG 230 DAT A 133,212,173,12S,&, 133,213,96, 
172,125,5,200,140,125,6,177,203,32,111 
,6 

IS 24* DATA ID,iO,i&,10,141,123,6,177,126 
,6,208,140,125,6,177,203,32,111,6,24 
ZH 250 DATA 109,123,6,172,126,6,200,140,1 
76,6,145,2 OS,24,109,127,6,141, 127,6,1? 
3 

HY 260 DATA 120,6,105,0,141,126,6,76,30,6 
2*1,58, 144,4,56, 233,55,96,56,2 33,4 

0,9 6 

YL 300 PLMF=PEEKC1B45M256+PEEKC163J 
RU 31B IF LTMEODLME THEM 7 "WHO ";9TRS( 


Cassette and disk users should type id Listing 1, SAVE 
or CSAVE a copy, then RUN the program. The program 
will check each line of data tod inform you of any errors. 
Correct any errors and RUN the program again until all 
errors are eliminated. When this is done answer (he 
cassette/disk questions accordingly to create a tool tape 
or binary disk file. 

Cassette users should load the boot tapo created by 
firstly removing all cartridges and then turning on the 
computer while holding down the START key (XL and 
XE owners should hold down OPTION as well). Press 
RETURN and the tape will load and run automatically. 

Disk users should dear Listing 1 from memory after 
saving and running it as above by typing NEW and 
pressing RETURN. No*!, type in Listing 2 and save it on 
the same disk as the binary file created by Listing 1, 
RUN the Listing 2 program with the disk in the drive and 
the game will load and run automatically. 


LINE!;" SEUSEOH" : END 
HZ 320 IF CMlUliOpHl THEM ? " l4:T:I']l l IH DA 
TA AT LIME '■ j 5T ft S (LINE! .'END 
ZF 330 RETURN 

VH 1*00 DATA 00 JlFDlF 242 «A 9 fl 0 OD 2 F 02 A 93 Ca& 
07D3A9000DE702650EA9308DE&02050FA92S05 

0AA920e50BlS604C25204C7C3446A5,4Z32 
KP 1010 DATA 09SDOAD4BD1AD0O93C0DB9D4B90* 
6D17D0A5B70D1B&0A5C20D00O08DU1D0A5C40D 
07D08D03D0A9SA6D00 0260 4*4(3 A5BA, 5B91 
TS 1*20 DATA 6D0AD48D1AD0AS840D16D0A&B88D 
1SD0AD0CD00D0D&02 9BCF00205B8A&BADOF 002 
&5BFAD00DOFO0285CFA5C3BD00D68D,6199 
IIM 1030 DATA B1DBA5C58D02D00D03DBA5C08D12 
&0ASC18D13DO8DlED0A9Ae8D0ft02&54048A900 

&D0AD4 SD £ AD0604*AD0CD0 0D0 DD0? 9,556 9 
FB 1*4« DATA 0£F00285OCAPB8D*F002fl50DAD09 
D0F00285BEaDlED07*5E:2C20FO36A92B8D*B*2 
A9208D01024C62F470C20049304400,4966 
MA 1050 DATA 4**40404040404040404*4*46470 
44*043*404*404*40404040404*4*41041E620 
000*00***0 *000 0OCC *03 3 0*CC**U, 1516 
Bl 106O DATA eOFFFFFFFFFFFFFFrFFFFFFFFBEe 
FBF FF F1555AO555FbSAA55555 50555S5SSA555 
5F5SAA55SF65AA555555A65SB5SSA4,7312 
HT 1070 DATA 50?AAAAAAAOAAEB*BBAAAAAttfiAAA 
AABABAAEAAAAAAAAAAAAAA*AHA*AAAAAAAAAA* 
FF F AF 9F5F5F5FDF DFFPF ?F5F7F 7FFF* 66 *4 
FE 1*80 DATA 7FFAEAEAFFC0OO0COQAFOHABFFC0 
0*19*00*BBC 3 3003 0CC 03O00CF .If OCCF it 8FCC 3 
30CCO30055551505C0CCF3**565554,5667 
VU 1090 DATA 5015171A1B1E1A16155494A4*4A4 
04D45401555144514455554055114511455555 
0F302AAOA*AAAAAACfl30A»A8O&A8AB,4556 
KL 11*0 DATA 080000*0000*554*400000000000 
5500000008000**04*404*5555507777775D55 
56555*77/777505550505*505*5050,2614 
AD 111* DATA 40CCB036S6S6565656CD55555555 
55556556565656666556565555656665655555 
5*561616*606*20255555555555555,3875 
FI 1120 DATA 5556565656 565*5656 55551515*5 
®501*15C555555555S5S55CC#0939595959595 
55S65959S9S9S55S95959999999995,4535 
02 Ill* DATA 95 959494 909*8***00 5554545*5* 

4 0480095 95959595959595FF 3F3F03CC00 3 3*0 
FFFFFFFFFF3F3F03FFFFFFFFFFFCF3,B684 
TP 1148 DATA C*fFFCF3C*CC0O33O0CC*033**OC 
0003*eCC**300BC0OO00«0C»*0FCECECFC06OO 
*FO3*3O38F3B2 E0FF0C0'C0C*F0B*EC , 4906 
UH 1150 DATA F0O000B**O*000i*FFF000000OB*F 
F 0**1 F COOO0COQCO ODBC 00939393FFC9C9C9FF 
707070FF2626Z6FFDCDCDCFF797979,522* 

CF 1160 DATA FFZ02O20EF04*4*4FFC0O0S47474 
540**OFFFFFF'FFFFFFFrFF DS0**0B********* 
00*80000000000*30*000**0*13FF«,3*26 
HE 117* DATA C**0**B0BOFFfF0C0C0D0O0***** 
C*F 030**000000 *00*001500*005if 7FFE07H* 
0F 55FF AF6B5B9BAOC055FFFF55FF* *,3 H 2 4 
EY 1160 DATA 00*C 55EFFFSFFEO200OF55FFAF6S 
5B98A0D554FBF*&0F8O00*000C0Ce8igiD3a3* 
1*0*0**0**0606047C5C5C1C000*00,3*32 
5Y 1190 DATA 000O0COC083C$C1C0&8B0000000B 
**3*3B3F7*7*78BQBOe*OO00606078FC»4BQB0 
eB*OOOO00<B6060F0F080*00**B*«BB, 2 53 9 
JH 1208 DATA 0*000Ofl00*BBaoOda*B*7EiEIE00 

0*B0******0e#**DlDlC«7001ClC063E3E3F3C 
2*00*000*01C1C0D3E3E3E1E02fl8O0,874 
HE 1210 DATA 001C 1C 1C0**00*0*0*1B1(I2O20OE 
*E0E04000040021834*4461C10100000080DIE 
12362 400*07*70 7**10 O0O8B7O50D0 ,1529 
TR 1220 DATA 9BE0C0E0*000*00**84Q682818E0 
E*E***004lFF627800000000000*009**6*3*3 

*3EIE 102 0008000000060000032320,3*07 
OP 1230 DATA FllCiClC080**000**3414101BlC 
1C1CO0000000001614 *4*4A990BD2F B2A93&SD 
07D4O9E*8DF4*ZA2*0BD0E219&ee3G,291* 

FF 1240 DATA BD0E229D003D8DOE239***3EE6D0 
EBA9030D1DD0A9210D6FOZB90D6D0B&2A9038D 
0FD2A9E6*P3**2a92O*D3102A2OSBD,5*01 
R A 12S* DATA C9249DCO02CA10F7A92ABD2F82A0 
B6A220D9O72O5CE4A9C0DD0ED4607806C5E96* 
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DOUBLE AGENTS 


BceoobeoA 227 * 300300049 c aiafaso, sss& 

GI iZfifl DATA 2Ul)2l4flZ,1 CBD06253D054 9CA10F f 
205825200224 AZii bp 202590004 9Caibf 7Z058 
25AZ1D<]03A 2 590054 3C A10F7GO242F , 4S«2 
Krt 127* DATA 35222;CZ5flflZlZ7Z52E3433006279 
0022696C&CO B2 86160 73 £ 16C6C&66F 72 00 2E2 5 
370O21342iJ2Z9O035332532226173,2/64 
PL 12B0 DATA 6564aq6F6EQO61bE0&6964656l8O 
6279003Ab 0736*616E 00216C63A3 9 68D LC02AD 
±C0ZDeFB6aA902A04A99004688DqFA,4556 
EP 1290 DAT4 A901334C46C6C0O100FOA00893Z4 
463330479963478310F4A0O499SP47990547QB 
jqFZBDDT 4/OPHB4-b8DBl46A92F0PO2,550 5 
OY ±30ft DATA 46802C46A9308pq3488D2D46A33± 
8D2446804A46A33Z8PZ546BP4B46A934OD1047 
8D44478D6U4780924780B947SDE047,4767 
DC ±310 PATA A9’330P3 a 4 7BP634 73D3C478DB547 
8DDb4/8P074SA21BA 93A90S646307E463DA646 
9DCE469DF 64GCA18EE6DZ03726BD30,64 3!$ 

02 1320 DATA 49C9i4F004Z903F006A0B3201926 
6BAQAC201926*00*2013 7660404 38 4CBAB88A 9 
CB31CBC0A9B291CBA06091CRC031CB,5640 
HJ 1330 PATA Aft2091CBA3B3C831CB68*BB0I*D17 
26ftSCC&0203726A97AB5G8AZ0gA088BD5E2691 
COC 0 tU>6b ? 6 3 E 00 2 06C 2 6E 0 E 0OOD Ufc 0 , fiV 7 4 
ZO ±340 DATA 6BZB25252A?525252DZ3ZE2EZfiZE 
ZE2C00A5CB18692B85C69002E6CC60203726A9 
9C85CBAZD0A80OU099?69lCeCBBDAl,4G5S 
TZ 1350 DATA Z631CB20GE26E8F008POEB60Z025 
Z622Z62624002125Z523Z5252527203726A335 
B0CBA#O4AD0AP223031B6?3B31CBSB,4167 
0H ±360 DATA 10F3206E26ASCBC935DBE860ZOI 7 
Z5A3A0B5CBACPAZ6A30CS5BI4CE0Z60FA5B131 
CB602OEDZ698 1 B63Z7 ABEfi8±4CbP2t> * 5330 
QE 1370 PATA 20DBZBE6B1C 8 4 C t>0 2 b?0 £ 77 6F6CC 
A91835CB60ZOF62 6ACOD27A 90085B14CC 026 06 
20F626AC1027*33305014CE0260E70,S345 
H€. ±300 PATA F626ACZ327A31485B14CE0261S20 
- F6 26AC3/2 7A3 i, B85B1 4CE D261F 20F bibflCbt ?7 
A 3±A U SB 17 AP B 2 6C BE b B1 2 0F D 7 fi-Ffifi 1,55 35 
5P 1330 PATA AC5C27Z0BE2&20OB Z6CAE6B L4CFD 
2 6312 B37 Z€ 09 A OB SCO AOO 7 A 33591CB A 08.A A9 3F 
91CB6 8?0F6Z6AC 7E2 7A304 B5B1 4 CEB, 5500 
LH 1400 PATA 267±?0F6Z6AC8C27A936B5B14Cl;O 
2654AZ14A3003DEB40A901904047CA10F3AAA3 
O AAC0A PZ10059P 4 O49J0O39D4143EO,515 2 
AL ±410 PATA EBESFOE0L5P0EBA0OBA900993243 
B010FAA B14B94G4 9F013 2 01Z23AAE8BD334 9C 9 
82FBF4FE 32438A39484 9081BE 5A2BB ,60B3 
MT 1420 DATA SA9D0B4AE8P0FA20SC2BA2BSBD40 
49F005ABA90191CP20542 BE3E 815D QEEA2 AO AD 
0AP 2 AftA90173004AC APOF 42B5CZ8A7,5383 
M3 ±430 PATA 00A003BfODF00EAP0AD2100SA90F 
4C2028A9J 731CD205428E8E01SDHF 6A2O0Z05C 
ZBA0B4 01GPFO0ABP4C2 891CPE0HA29,534 0 
HP 1440 PATA 87AACOCftOBPOFP2854ZOC3FCP0E4 
600647430E5415933lA5CP±8690PB5eP60A94A 
05CEA'900B5OP60Z020Z3A6B0E001P0,5643 
Vlf 1450 DATA 05206336A6BBOP30430A0AS5B20A 
1065B2B5CPA34AB5CEA000O1CPE003Z05P27A0 
01B1CPF003203F26AB02B1CPF003Z0j 503 3 
OZ 1460 DATA 7AZ6A003O1CPFOSGOODA26?0C926 
A00401CPF006BP8P 272 0002 7A005B1CDF006OP 
10 2 72 nOF 27A006B1CPF006BPZ9Z 7Z0 # 4 BO7 
FK 1470 DATA 1C27AB07B1CPF006SD3727202A?7 
A0a«8lCDE0O6BP5C272a38Z7A009BlCPF0B6O& 
7E27207127AHAAB1CDF0B68POC2 /ZB,484 2 
HI 14B0 PATA 7F27AB00B1CPF003Z0A92620F&2S 
205629207AZ960AP0AP22 90F 38E9859BF66 BAP 
B 402D0F ftA00462F 0FS 68A 933800/42,6231 
Ml- 1490 DATA OP0?45A000A6B0P010B9004b3900 
4007004733004 1CBPOF1B0B30046970043B90O 
47990044C8D0F16020F620A9BS05B1,5310 
AT ±500 DATA BP3649F81779O3C903FOOOA0DB4C 
EDZ6A0P320EPZ6C&B1A0E 320EPZO60AOO0BD30 
490ABAflA0A1069l4 95B9E0OlP00 4P6^ 5466 
TF 1510 PATA B9P6B910634495031SO95495B760 
A200BP76233D0O4BBPFE239P004CE0E07OP0EF 
AZ000P0040BDB44420E0Z9 A5B29DB0 F 586 9 
AH 1520 PATA 4 B8D 0O4C 8064 4 9?fJb 029 *50 2 3P30 
4CE&ECIB0D8O F A700BDE 1 4B8DE24 BBDEP4B8PEE 
4B60A900B5O2A901BDG549A3808P66,0 2 3 0 


DH 1530 DATA 49A06449?0B549FDOOAbB21&6D66 
4 9O5B2 0EO54 94 E 664 3D0E 8 60 A 90 10 PIC B2 AD 1C 
02 DdFBO 0A0 0DB9 3BZA7770 4 333O74 9> 50 64 
05 1540 DATA COCOUPflF2A992000749A3008DC5 
43BDCO49AD37ZABPBB436031FF3ZZFZFZP0010 
llO026Z9ZE2400lO0QZ06OZAA0inBD,4609 
11 1550 DA I A 70497P0M47F ftOODUF bbnnfl 1 7266B 
2AAB0EA9QO3P0249ESBBD0r36OA6BOBP572AAA 
60A6B0B5CB3BFP982A4A4AAOB39*ZA,OB77 
DL 1560 DATA HbCHH9A52A 10 / D1726HSC U BbC23 H 
E 9304*4AOP5F4 3ASOlCB05B1B0OE 440O205O7B 
A U L Of 0104 050 90000000 0000 6 00001,4657 
JH 1570 DATA O10101A5B0AA2 30 2D0C O206F 2AA 0 
00B3F02AG5B1FO0BCBC0OFP0F4A30B3DG143B0 
3a9PC149B9rF2A9p6C43o900O09P2P,6046 
JO 15 S 0 DATA 4C762DB12A22OC0B3O14IBiA0436 
3C353FC0FFDC0C130514 2B1E191E.L4ZB02 0Z02 
A6BBBP3 047ABBD^0ZBAAA9109D774 9> 34 2 5 
GA 159 B DATA 9P7849B?E84DF00?A94G9D7?49FE 
7843BD7B49C91AD000*9109D7049FE77490810 
EB600017A6B02O9C3 7BP304 3A8A7Q1,5674 
BR 1600 PATA 93E54DBDC549F010DEC543BD38ZB 
A8B9 7F4 9 38E9013 97F49B0A6B0B5CZC 96OF017 
C390F 010BD3 04 9C914FOIF1869022 9,6101 
HC ±610 PAT* 03C303P003FE3043FE3049203637 
2065282007ZG20FEZA7047ZA60BPC549P00FA3 
P5BP3PZPA700 ff5CA 2 0C 2 374C762DA7,4 6 2 2 
UR 1620 PAT* 0i9D3q474GPZ?8?06FZABP7a02?9 
0ZPO363B186950ABO1CDC9BOD02BB5C2C35CFD 
10C9 9CF00FGD30491B6701Z303C9B3,5170 
JP 1639 PATA DU03D£3ft49Di3O49?09b37206520 
Z0072CZ0FEZA20472A60A6B0SP773085CC&5CE 
BP032C05CB63B005CDA700A03471C0,5205 
TU 1640 DATA 91CD5010F360OF460E46Z0?92CE6 
B0EbB02ffr292£G6B0G600D6B0BP3047fl0B70C40 
9PBA4DBP1ED0P00Z35C460Z0E52BA6,5399 
TC 1650 PAT* BO BD54 Z Q95C6RO 50 7C95CZA70 HBD 
674 9BD6P43 9&904P 9PB 04P 9PB4 4 P20A033A 960 
0P6fl4 94CF AZF7A6 2 2A67 7C7CA4A4A5j 57ZZ 
MW 1660 PAT* CAF03DCEC749APC749P035A9328P 
C743EE1549AD154 3£31AP02&A310BP1543EE14 
4 9aPi4 49C91tiP017A319BD1443EElZ J 553 7 
ItY 1670 PATA 49A&1249C91 APOUBA? lHBDl 249fcfc 
114360A005B9B12C331149B010F7A332OPC749 
05CA6P101D1A101000AZ00APOAPZZ9,4503 
IL 1680 PAT* 03*BB9CAZC9P004PEB10F16B0A11 
I 21314AZA30 3BP3P2PZ0 7 6ZD20EB2CA3O03PC0 
493PC*49*9019PCC4960*6B00P04ZP,4396 
HO 1630 PATA 85CBA949S5CCBD30490A0A&SCDA9 
4PB5CEA3FF3P6C43600B2ZZ0E8ZCBO7B0ZC30F 
F01PFEC A4 3BPCA4 9C 906P005A9013D,£915 
FA 1700 DATA CA49A3B9C32G85B1BDC84 9AOA5B1 
9.1CBBD04 02P0260PCO4 3AOB1 CtiC 90 AF 01CC9A2 
F019P1CPD08BA3003DCA49FEC843BD,7335 
EU 1714 PATA CO49C903F011AOA9OD31C660HDE6 
4DF0FADEE64PZ0*E37*9009PCC49BDC149G304 
FO03*C562B4C252F70592A2Qb07*06,S7?4 
ZL 1720 DATA B2AE9P2PBPEC2PA0BPF22P1065B2 
AAB 3 9F2PCP3E2PF 00&3P804 9C8E84CBC2P6 000 
0E?53a?iZP29ZE29ZE270EZE2F3423.4682 
TS 1730 PAT* 232E27BB20Z53?Z50E3325Z33ZZ5 
340 0Z62F35 2E2401OE2C2F232025240 I 000*0A 
0A000E30Z 923 2 B232E27002C2 T 2 3 2 B,1678 
YR 1740 PATA 0EZPZ93333Z32F2E00Z42FZE2501 
0E0O0A1725323F05O403030403A6B80P6C49FO 
0FPE6C490P572AAOP90543C9Z5P0P0,3ZB7 
0K 1750 PATA 60A9FF9P6C49BPC149F0E79Pe04D 
00ft040p9q4P0034CCFZCA9e03DC143BP3043AB 
B 9 464 3PPS04PP010A 900 9 94049A902,595 5 
DM 1760 BATA 0P9&2P263 22B4C7&2DA6B000B040 
C9ObDO11A6O0BD304 9Z90 3C30 3P0D34CCF2 Q4C 
562BC90CP006207C2E4P477AC90PP0,4706 
WP 1770 PAT A 06Z0&02E4C472AA901SD9D2D4C7S 
ZD*Z0ZP002AZ008P824DD03420AE37AD0AP229 
1F7PBCZE3D834DABBPBPZE937E3993,4B76 
AF ±700 DATA ?F3993B139390Z33AP0AP2297E10 
894#9P064D9P874PA93290824D2«P4££604FOF 
14F0APB44DF005A202Z0E2ZEAD824D,5156 
UP 1790 PATA F*05A2002»EZ2EA0»3B9B64P9904 
POBOCOFFPOI T 5600PB34080OA4DBP3S2FBPOB4P 
AP36ZFBDOC4PDEBZ4PBD0Z4PP00EE0,6885 
ZU 1800 PA IA O0F0062039ZF4C092FZ044ZF60AC 
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DOUBLE AGENTS 


0B4DB90I 3999&039CBCCBA4&D0F 4ACBC4DD97F 
9 9B03 98ftcc8A4DD0F4DE eb*0Dra6,58i? 

*58 1810 DATA 4i>rE874DFE874D60467«0E4fl A04 Z 

a^iju 9980498bddf A6ha 1 * 44*9009 900 39cnco7F 
D0r8 60A90Q0D6 74 9A60GBD9 0<IDPB3F ,6110 
OH 1S20 DATA B DCC4 9F0® 3 4C067D BD 78 02 2 90 1D EJ 
032DB42FA6BBRD7BB2Z902DB03209C2FA&B0BD 
V8*2 290 4D0ti4?0CC2FA&BOflD7 00Z2 9,458 7 
KU 1830 DATA O&D0O320E32F AP6749F0032BI1O2A 
60A96O0D684990AC4BB5t;6D0bF30FB001fl69O4 
95G&28F6?FfiDA9t00DG04'3 9DAC4DB&jS(ib2 

OA ±040 DATA C6D0733GF00048E90495CG2OFAZF 
6B09808D68499PAC4DBSCZC938FO0038690495 
C220FA2F6OA9OOBD&B499DAC4DB5CZ,6125 
P9 1050 0*10 C9CftrG001059fl495G5i20FA2r60AD 
6 749D06F854DA6B0BD7740«5CC*5CEB5€63flF9 
flCeSCBlB69B085GD60009091CB91CD„6 4i 5 
RK 1560 D OTA O8GDOCfr0F7A5C01069OC05(;Ol BG9 
flqp5C06DGfi49187D6O49AAAPO0BO004G91CBBD 
0040 91ODE8C8CO0CDOF009009 U' 091,6 270 
KG 1070 DATA CDCBCOISDOF266B0BD6049490C9D 
5B49A9FFBD67499D6C49A5»029B200fl34C47ZA 
&e366E36&El£561E56 3O3A3B3BA6li0 J , 5ZB2 
AM 1SS* DATS 0p9q4DJLDeC49D034BD84*2D02FBB 
?B022 90 2fr00 3 4C0ATlfJD7B0:z2 9*4DOO34CBft-T0 
BD790779OHDO034CCF 300D AC4OC90tl ,46 72 
TO 189* DATA D0034CE430C9B0P0B34CF73060A9 
0D9D944D2O AB37A98*BD6B49D€C62*46344C2A 
31A90D9D984D2eAB37A93*0D6849D6 , 535 7 
CF 19*0 DATA €62035344C2A31A9069DA04&20A* 
37091BSD 68492032344C2A31A90&9D9C4D20AS 
37O9900D60492O43344C2O31B&6C4D,4353 
EM 1910 DATA 10OBA9D4BD60499DA44D4CZZ3109 
54 0 D68 4 99D A 84D 6960 9DAC 4 D 4C 2 A3 1A 90 I9D 90 

4PO900OD67499D60494CFA2FABBBBD,535* 

HD 1920 DATA 904DF067BD944DF*LEDt944DF01Z 
C90BF004 204 334*0A 9BC8&684 9D6C&4G2F 3 1 f- b 
C6F6C6 4CF*31BD9B4DF0l7De9B4DF 0,6S4 0 
5C7 193B DATA EFC90BFO0420323460*93CS&b849 
D6C64CZF31BDa04DFe±5&EA*J4DFO6EC9«5F0*l 
fc0A924BD6*492*32344C2F31BD9C4*,5346 
I1L 1940 DATA F fl t SDE 9G4DF 0S4 C905F 001*00904 
BD60492B4S344G2F31BDA44DlDA04DF0i*A5B0 
290 2F00flflD8E4 DDO0B4C FB3iBP040 2,6470 
FH 1950 DATA FOB 3 4CF6 31®D6**DF*®EDEB04DF B 
1CPDB5333B1*204B3450BDB44DF00DDE B44DF 0 
B9D0B53330032O2F346OB5C229B3F0,5639 
«f) 1960 DATA *B85B2B5C245B295CZBSC609*229 
F£l 95C6B&AC4D8D6*49A90F9DBS 3 3090 09D 9*4D 
4C Z F3 1A6B0B-DBB4 DFOftSBO 904D D 060,6211 
ML 1970 DATA &DAE4D1D&24DD&50APBAD229O3F0 
51A900SD6749B5C01*590438FSC2B00620CC2F 
4C603265B0&5B21869O43BF5C0BO03,5474 
OB 19*0 DATA Z OE 3ZF A6 BOBD 0E4t*j>0±2 B5C6 3 8F5 
C 4FO0SB0062B9C2F4C7932Z0B4 ZFA6B0B5C4D5 
C6DO31B5CO38E910D5C2D0044CCF3*,6347 
QE 1990 DATA 6OB5C03BE904DSC2&0B34CE430B5 
C010691005C2BO034CBO30B5C0100904D5C2D0 
DE4CF730fiD924DlD9B4DF0D305C41B,6412 

JK 20** DATA 6 902D5 C6DOC A65C O1*69IGF 5C 2 30 
C1C91610BD4CDO31 A66*®5B0F03DA90e9 5BBfJP 
B04D1DB4 4D1DB24D1D064DDO2BBDA2,6109 
•RM 2010 DATA 4&1 D9E 4 D1D964D1 D$A 4DF OlEBDAO 
4OlD9C4DlD944DlD904DF005ADo6D21*OOaDA2 
4D1D9A4DF014D03Bb0BDA04DlD9B4Dj49B4 
DM 2020 DATA DOGBBD9C4D10944D004D&0B5C438 
F5C290E720713+A6Bft20A237BDB5331B69OA9D 
O04DA948GD68492043342OA0334C2A,544B 
VG 2030 DATA 3105C23*F5C490C1207134A6BB20 
A237BDB5331869OA9D044DA9CB8DBB492O3234 
20AO334C2A31B5C23BF5C4909BE6Bft,502B 
Mt 204* DATA E6H0205134203 t 33C6B0C6B06005 
C438F5C290B5E5B*£6B*205i3420SB33C6B0Ci? 
B066A9OB9D944D9D984&9DA04D9D9C,6333 
KC 2050 DATA 4D9DA44D9DA04D6O0FOF0F0FA2*0 
86B0O9G3SD253420DA33E6BOO9OC0D25342ODA 
33A9OO*5BD*5BEO5BF*5CF60ASer2D , 5301 
PH 2060 DATA 2534FBOB 20Z634D*062*00342832 
3305CF2D7534FBO02*2634*006206*34205033 
E6B0A5BD2D2534F0QBZ02534DP06ZD,3962 
FT 2070 DATA 68 34 Z03 Z 33 A$*F2D 2 5 34tFB08 Z026 
3400*62060442*58336003A6BOBDfi04D1PB44D 


602035342*3534A60OB5C2C9C0FOO2,4615 
J& 2**0 DATA F6C260Z04634204634A6BO0SC2C9 
38F002D6CZ60A600AB0ADZ2907A00960349&B5 
3 3 60OA141E28 323C506EO9 7B9DB533 * 5411 
TT 2*90 DATA 20 71 3460 0600 0 900901' C4 99DC 149 
60A9G005CA2ODB352066242O632520A13520DD 
24 2070352 09B 2 9 A90COS B7 A 9Z485EJ 9, 5059 
OH 2100 DAT 0 A930B5COA906B5C1205A3 520A135 

ZO39352O122A2047?A209E2C2OS72C*20O*6BO 
2 0652820072tEbfiBP6B0EOB2DOF8A 9,4663 
ZG 2110 DATA B*BDlCO2A20OBfaBO20D332203A31 
207B302eA42B20512F20Ffl2DE6B0OfeB0ECDC4O 
DOE3F00lD012203A31.ZOC7362*3E36,474b 

RK 2120 DATA 2OFD3520FS2»20D332ZOtO2E20C* 
2E2OC02E20C02EA202B6B«2O2132203031EBB* 
A6B0Eo*4D0r02OB933OD1G02D0FB*5,52*3 
OH 213& DATA €OF*e34CCC34205B264CA534A014 
A 90099IIC 40881 OFAA00CAD0A&2291F AAF EBC 4 D 

081OF4A903BBE64D8DE74D60A200BD,5*34 

JZ 2140 DATA S4O2FOO7E0tOO2DBFfcFOFZE88EDC 
4&20D224G0205B25A221BD7F359D0349CA10F7 
60307265737300617070726F707269,5705 
RV Z150 DATA 617465&0747269b767B572 DO?4tF 
D07374617274A9ODO899004299OO45GBC007DO 
F505B00D904&8D914DBD924 DBD 934D,524* 

HP 2160 DATA flD3049SP11498DCC 4 98DCD498D84 
4D0DB74D200»2 7 2 065ZBE6BD2i»tS2a60A9O0O2 
B0 95 00EBEOD0DOF905CBA*A2 3BB6CC , 6957 
MU 2170 DATO AHBO91CDCBDOFBFbDCA6CCEO50D* 
F30DO0BDBD904DO039OD0fi&22903F032A900*& 
674 90DDE 4D3SE5C 3 FO i DBBO062*CC2F , B*4& 
mi 21*0 DATA 4C233620E32FA6B0AD0F4D38E5C7 
FOGIJ9O*B20 9C2F4C3S3 620B42F A6B04C932F6D 
A6B0B5C 2CBDE4D D04D B5C6QDDF4DD0,6157 
ZI 2190 DATA 46AD1D49C93&F03*C92BD0DAAPBA 
DZ291FD0344C642DODC549F02DBD3O49A8B940 
49F024C9*BFOZDADBAD229OF3BE9D3,5350 
OU 2200 DATA 90F6C0DD40F0FI8DDD4DABB9*736 
BDDE4DB9B736BDDF4D6*ADOAD22903F*F91B69 
0CCDPD4DF0F14Ca436404a6B3*9CAC,6723 
MJ 221* DATA C«B4*C6C4CB45 * 609B7C&AS2*25E 

666*5E625656566E66565656A&BOBfr904DP02E 
A5C9186902C5C7O025ADB34D0DB74P,5650 
CD 2220 DATA DOIDA5C338E5C590DBADOA&210D3 
4CDA304CF730ADDAD210034CE43O4CCFi06flAD 
Ef)4DF015CEE04DADED4D4 A4AAABDB4,5921 
5* 2230 DATA J78DD0D2BDBF37&D01&2ADE14&FO 
14CEE14DADF14&4AAABDB7378D02D2*DBB378D 
O3D2ADE24DF011A914BD94D2CEEZ4D, 5506 
DM 2240 DATA DDEZ4BI869&00P05D2ABE34&F615 
A9O1*PO6D2A90BODO7DZCEE34 DaDF34DDO©30D 
U7D2ADE44DF*OFA91F*D0OD2CEE44Dj 62D8 
IC 2250 DATA A&E44D4A0D01D2ABEG4DF81CCEES 
4DADE54D4A4Aia692*BD0iD2QDO3P70A(iA8D*0 
D2l*69fllBDO 2D260A9DC0PE 04&6OA9,5495 
ft* 2260 DATA BB8DE14P6BA90FBDEZ4P60A90fl8D 

E34D60A9 LEBDE4 4DG000IF0000301E2DOOA0A8 

A6D02*4aA90OAB99O04t,C6DGF AA922,4 949 
HP 2270 DATA BD01DZA9COBDO0&2B9653*99624E 
8 960 3 B99&A4EC 0CO D6POEF A6B06 D17Z &B5C CA 9 
O49509A0O09895C4B4CBB9004E91OB,6506 
HJ 2200 DATA 2*072AC8COFOPDF3B4CBAOOOA9C0 
91OB2BO72AC*D0F6E6CCA9CO91CB20*72AC8CO 
10D0F4A90095C2A93dBDE54DE*01FO,6*48 
TP 229* DATA 10A2IEAOBOB9A14*99A*40B90940 
97GB40C8CO1EDGFF2DO72AOA&0E760A21EAODD 
B9fil4399AO43B9C94399C&43CBC01E,61*1 
PH 2300 DATA P0EF28G72ACAD0E7604142434445 
46474*494A4B4C80*000**0000000000000**0 
0*000000*000O0OOD00*000*000000>Zlil 


GK 10 RFM LOAD AHD RUN ROUTINE 
FOR DOUBLE AGE H T 5 
KG ZO OPEN ttl^4,D r iDOUBLE r DB J" 

AK 30 POKE B50,7:POKE B52,253iPOKE 553>31 
I POKE 8S6,255:P*KE B57.255 
5N 40 H=rlJ5R f AD R f^hKEL U0" > , 1*3 
Gt 50 CLOSE HI : H-II5R t *229} 4 
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PublicDoma in 


THE CHEAPEST (and best?) 

WORD PROCESSOR 


Looking for quality word 
processing? Something to 
safeguard your valuable 
data? Or maybe you must 
want to unwind with a 
decent crossword puzzle 
or two? Look no further 
than Edmund Blake’s 
column ... 


T here an. 1 probably more computers processing 
more words than any other application in the 
known Universe, and the computer as a witting 
tool it;, it's safe to say, silicones most popular 
application. The Atari Classics are no exception of 
course. There have been any number of excellent word proces¬ 
sors available almost since the machine's launch, the best 
known being good old AtariWriler, and the somewhat impossi¬ 
ble to-flnd Paperclip, 

Both programs are excellent but required almost £10 |lbr the 
former) anti months of diligent searching (for the latter) to gel 
them to the safely of your disk drive. For those without (he 
cash or necessary powers of detection, there was always 
Speed Script from Compute! Pub! Seal ions, but a week of solid 
typing to enter the listing was not everyone's cup of lea. 

Well, now there's no need to break the bank or your back in 
fruit less searching. Texlpro Is a public domain word processor 
positively brimming over with features - the kind of features 
you'd have paid a premium for just a few short years ago. 

First thing you'll notice about Textpro Is its deliciously clean 
and clear screen. Whereas other commercial offerings clutter 
up their editing screens with a lot of extra informal ion which 
isn't really necessary. Tcxtpro's is headed by a simple status 
and prompt bar, and that’s it! Every other available line is 
given over to your typing. There's no need to scroll to and fro 
dementedly through your text when reviewing it because Tex- 
tpro crams as much as possible oil to each page. 

Second tiling you'll notice about Textpro Is that by brushing a 
finger tip over the Help console key. the program's comprehen¬ 


sive on line flies, fronted by a simple to use menu appear 
instantly, ready to get you out of trouble. 

Each help subject is listed on the Help menu and can be 
selected by press!ng the associated Option and numeric key 
displayed alongside it. Willi Textpro, you'll never find yourself 
stuck halfway through a long letter or what have you, unable 
to proceed becatise you've forgotten some command or other 
and terrified of losing all the text you’ve typed so far. 

6502 throughout, the program Is as fas! as anything else 
you've seen, and performs almost all its many functions in the 
blink of an eye. It never drops a character w hile you're typing 
either, and that's tmportanl for the limit and peek - lypisls 
among you who lind il difficult to look at the screen and the 
keyboard at the same time, 


t- i le>i >: ntuitu. tki| 

As you can see, the Textpro notn screen 
t o up i e 111 y ^ i vtm au#P' to your 
text . There's none of the screen 
clutter associated veth sow ether word 
proc essors . 

live prompts for arw intonation 

it requires in the status bar at the 
top of the screen.*.8 


'The program gives over afmosf all of its editing 
window to your text. Tab combs and the like have 
been kepi well away.,/ 1 

Main features Include super-fast search and replace, compre 
bensive block manipulation including a semi-permanent paste 
buffer from which you can retrieve previously cut text or make 
multiple pastes, excellent control over text formatting on every 
thing from character to paragraph to entire document level, 
excellent printer support. DOS operations from within the 
editor and footers (via a pre-defined macro). 

Specialist features Include an all-Important word count, mac 
ros to automate several otherwise separate keyboard com 
mauds, printer definition and set up from the keyboard, screen 
and text colour and intensity customising, built-in communi¬ 
cations capabilities and full support for SpartaDOS, In addi¬ 
tion. any program customising you‘ve done can be saved as a 
parameter lilt: and loaded automatically when you bool the 
program - you can set the program up to the exact way you 
want it. 

It w r ould be very easy to give over ait entire issue’s column to 
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reviewing Text pro and there would still be features left unre 
viewed, so suffice it to say that you'll never spend a better 
£2.SO on serious software, 

Mot to be missed. 


BETTER SAFE THAN... 

Copymate is a floppy disk sector copier designed tn speed up 
the unloved process of data bark up, program and file copying. 
As any disk user will tell you, the humble lloppy is not exactly 
secure from mishaps. Those who upgraded from unreliable 
cassette to super-reliable disk-based systems soon realised 
that their new storage medium had problems all its own - 
disks can and do lose data, become corrupt, get accidentally 
overwritten, soaked lit spilled coffee or just plain disappear 
{especially with an errani five-year-old around...}. What’s 
needed is a regular session of backing-up. 

Trouble is - and you'll know if you've done it - backing up 
floppy disks Is just so billing. It's bad enough with two drives 
bul if you limited to one. then the constant swapping of source 
and destination disks Is a real fiain - enough to put you off 
performing a back-up altogether. And there lies the route to 
data disintegration, 

Bool Copy mate however, and at least some of your problems 
are over. The program is operated from a menu front end 
enabling you in select source and destination drives, get a 
dlrertnpy listing of a disk in any attached lloppy drive, and 
select from a. number of unusual features. 

The program can format destination floppies as it copies, and 
you ran switch write verily oil to speed the process even 
further. In addition. Copy mate supports Ultraspeed sector 
skewing for lire ultimate and fast access, 

But its while carrying out its intended purpose that you begin 
to see just how good the program is. On a 13QXE, Copymate 
makes a perfect copy of any disk in just one pass. No big deal, 
right? But fiOOXL/ftbXE owners previously tied to what 
seemed like dozens of disk swaps to transfer Just over 3 00K of 
data, can now do the job in just two passes, Not only that, but 
once the source floppy lias been read, you can make as many 
copies as you like from the now RAM-based data, 

’Course, Copy mate won't work with ropy protected programs 
- the Classic's tack of drive routines (they“re in the firmware 
inside the drive itself] makes sure of that, but you can, at 
least, make swift and sure back-ups of word processed and 
database files, artwork collections and so on without the 
tedium of old. 

Unexciting perhaps, but it's software such as Copymate 
which makes computing so much more fun. because you don’t 
have to worry about the dull stuff. 


X-WORD 

If you’re the kind of guy who likes in spread the Times out on 
your patent-leather briefcase on the 8.47 to Victoria, and 
impress fellow commuters with your dazzling skills at ihe 
crossword, then X-Word Is just for you. The program docs 
nothing more than provide an on srreen representation of a 
standard crossword puzzle grid j i 5 by 15 squares), and over 


26 puzzle versions with which to fill it. 

X-Word is shipped as a standard binary load file. That is, you 
boot the program from DOS using the L Binary 1-oad option. 
You're prompted for a puzzle to solve (In the range A to Zb the 
screen dears, and a crossword grid is drawn on screen with a 
text window beneath it. The text window is used to display 
dues and the other prompts which make up the program, 
Immediately after booting, the program prompts you for llie 
answer to first due. Each time it poses a question, the location 
for the answer Is displayed in the crossword grid as a series of 
black squares. If you know the answer, simply type it in! The 
program automatically Inserts it in the correct place, then 
pushes on to the next due. 

Stuck? it's not hard to ace why! Same of the puzzles really are 
quite difficult and require the efforts of seasoned puzzle solvers 
in order to beat them. Fortunately, for those more at home 
with the Sun’s coffee-time’ or similar, there's a help feature 
and a cheat option. 

While not exactly giving away the answers. Help does at least, 
provide you with a list of function keys accessed by holding the 
Control and one other key, from which yon can choose a 
suitable cheat mode. 

And the latter? Well, you can elect to see the first letter of the 
answer, the whole answer, even the solution to the entire 
crossword’ 

You can also have the program show you any errors in the 
crossword, back up step by step if you think you know where 
you've made a mistake, and switch between across and down 
clues. 

All in all, a cracking program, and one whirli will keep 
enthusiasts amused for days. It’s fast, not too easy and is 
accompanied by a large range of interesting clues. These lake 
the form of American-style word/synonym rather than the 
more fiendish cryptic so beloved of dedicated UK puzzlers, but 
X-Word is still a fun way to hone your skill* 


AND FINALLY... 


Why not write to me and tell me what area of computing 
you’re interested tn and what you’d like to read about. Feed 
back Is a greal help, because it enables me to determinejusi 
what ought to be featured In the column ... and what should 
be left alone! Write, care of your favourite magazine. OK? 


HOW TO GET THEM! 


AH of the programs featured tn the column are available from 
the Page 6 B-blt PD library. Each has a unique reference code as 
a weft as a distinct name, but it 's the reference code you should 
use when ordering or making enquiries. Contact Page 6 It you 
don t have a copy of the PD catalogue or Accessory Shop 
leaflets, or to check system requirements tor the programs. The 
disks referred to in this column are: 

DS#& - TEXTPRO 

Disk #76 - COPYMA T£ 4.3 

Disk #101 - X WORD 

Prices are £2.50 per disk. Order from Page 6, PO Box 54 , 
Stafford ST16 1DR. Telephone 0735 213926. PAX 078$ $4355 
(Credit card orders accepted') 
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XL/XE TUTORIAL .. 

FIRST STEPS IN 
ASSEMBLY 


Daniel Lea starts a short 
series to show that machine 
code programming is not as 
hard as you might think 

f you are a programmer then programming in Atari Basic 
I is okay for a while but soon* especially if you are a games 

programmer, you long for more power and speed which 
no I provided by the slow Atari Basie. Also many of I he more 
advanced features of the Atari 8-bit are not accessible in Basic 
(e.g, Vertical Blank Interrupts, Display List Interrupts, hard¬ 
ware scrolling. Player Missile Graphics ,,, (and SO the list goes 
on). The thing to do is program in machine code, but of course 
it isn’t tfiat simple. 

Machine code is (he lowest level of programming. Tills means 
that it is orientated entirely towards the machine and its 
microprocessor [hence its great speed). BASIC on Hie other 
hand is an example of a high level language, easy to under 
stand and Learn (and debug!), but it needs to lx* Interpreted, 
changed into machine code line by line when executed, hence 
it is much slower. Of course there Is middle ground here in the 
form of other languages and nf course BASIC programs may be 
compiled into machine code, however they are often still much 
slower than pure machine language and (he problem of little 
access to advanced features isn't solved. 

You will be Surprised to hear (or perhaps not!) that you don’t 
need any extra software to program in MACHINE code. Nang 
on there a minute matey", you're thinking, "hut I've been told 
you need an assembler to program in machine code 1 ’ - Rub¬ 
bish! A major misunderstanding is the difference between 
ASSEMBLER anti MACHINE CODE - there is a difference you 
know (witness (he fart that they are different wordsl). 

As I said before mac hine rode is the language of the microp¬ 
rocessor, it consists of binary rode (he. a series of ones and 


zeroes), nol particularly understandable to the ordinary mor¬ 
tal anyway! Assembly language, on the other hand, is the 
means for ordinary humans to program machine code without 
the headaches, well some of them anyway!! El consists of three 
letter mnemonics standing for Individual machine code in 
si m din ns. Each 8502! [that’s the microprocessor living inside 
your trusty 8-blt, in case you didn’t know) instruction has a 
mnemonic slanding for it - e.g. L,DA stands for LoaD Accumu¬ 
lator. You do, in contrast to pure machine code, need special 
software to program in Assembler, for example the Assembler 
Editor cartridge is a inexpensive, reliable, but slow piece of 
software which 1 use myself. 

The 6502 processor is an 8-bit microprocessor meaning it ran 
handle eight bits at a time or a single byte. So it can handle a 
value from 0 to £55 (or $() to $FF see note on hexadecimal). 
The 6502 processor lias a 16 bit address bus - ibis means il 
can handle two byte memory addresses. That is an address 
value from 0 to 85535 ($0 to SFFFF) or 64 Kilobytes, hence 
64K is the maximum amount of RAM (Random Across Mem¬ 
ory) accessible AT ONE TIME (bank swi(thing ran give more 
RAM in a 130XE. however it cannot be all list'd at once). 


THE REGISTERS 

The processor has six registers (i.e, boxes to put numbers it 
wants to play wlthp 

The accumulator (symbol A) is the main general pur 
pose register in the 6502 

Txuo index registers (symbols X and Y } are other 
general purpose registers 

[A,X and Y all 8-biL registers i.e. can handle values from 0-255) 
The program counter - so the 6502 knows where il is in a 
machine code program [a 16 bit register) 

The staefr pointer i ll talk about that in later article 

The processor status register this register is very 
Important as you'll discover in later articles 

If you've read and understood everything so far then you art- 
probably ready to be introduced to your first assembly Ian 
guage instructions. 
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HEXADECIMAL 


Hexadecimal is a number system used; quite commonly in 
computing In general and especially in assembler, it works on 
a base 16 principle unlike decimal which is base 10. The 
reason it is popular Is that it fits in well with binary, in that a 
hexadecimal digit represents four binary digits, it uses letters 
to represent the exlra six digits it has. 

Decimal 0 1 2 3 4 5 6 7 8 9 10 11 12 13 W 15 

Hex 0 1 2 3 4 5 6 7 8 9 A B C E DF 

To convert decimal to Hexadecimal (or vice versa) the easiest 

option is a scientific calculator with these functions available. 
Other options are programs which other people have written to 
convert numbers, these however aren't quite as versatile as the 
I calculator. The las! option is to use maths or tables - A table 
ot ASCII character codes usually will have decimal and hexade¬ 
cimal values from 0 to 255 (or $0 to £FF!) 


LDA and STA 

LDA - Load Accumulator- Puts a specified figure into the 
accumulator. There are two basic forms with this Instruction; 

The first is known as Immediate Addressing which is where the 
figure after the LDA, indicated by # (hash), is put Into the 
accumulator. The figure used must be in the range 0 to 255 
($00 $FF). 

format: LDA #number 

A dollar sign (#) indicates a hexadecimal number, no other 
prefix indicates a decimal number. 

Examples : LDA #255 
LDA #$FF 

, T , load the figure of 255 into the accumulator. 

The second form is known as Direct Addressing where the 
number after the LDA indicates an address from where the 
number to store in the accumulator Is retrieved. 

Examples: LDA 1 536 
LDA $0600 

... if [fie address 1536 ($0600} has 21 stored in it that 
figure will be loaded into the accumulator. 

STA- STorc Accumulator - Stores the figure lit the accumula¬ 
tor at a specified location. 

Examples: STA 710 

STA S02C6 

With I his basic knowledge we can now create the equivalent 
of the BASIC, POKE 710,0" (or indeed SETCOLOR 2,0,0") as 
follows 

LDA #0 

STA 710 

To use ibis tittle program oil the Assembler Editor cartridge 
type the following in EDIT mode. 

10 *=$0600 
20 LDA #0 
30 STA 710 
40 BRK 

Notice the two spaces before each instruction. 

Type LIST to see the program has gone in okay. Now type 
ASM - the program is now assembling Into machine c ode in 
memory, there should!!| be no errors detected. Now type BUG. 
You art: now in Debug (yuk! dirty word ... ) mode. G600 starts 
the program (600 is the start address in hexadecimal) The 
program will run. You will see the screen turn black because 
the background colour has been set to 0. We're well on the way 
now’S 

HOW IT WORKS 

nijuat explain lines 10 and .40, 

Line 10 is the start address of the program, all programs must 
have a start address otherwise an error will result, because the 
assembler won't know where to put the code. $0600 (1536} or 
page 6 (not a coincidence that ,, it a highly useful area of RAM. 
and a great mag as well!!). Where was I ,, ah yes, page 6 is a 
safe place to put small fragments ol code (you'll find the 
subject of where to put machine code programs in memory 
quite welt discussed in the Assembler Editor manual). 


Line 40 BRK. BRK is another assembly language instruction 
meaning 13ReaK it simply interrupts the Debugger, as would 
the actual break key, and stops the program. 


BE AMAZED! 

I'll leave these commands with a little program which will 
amaze you as to what can be done with LDA and STA (and 
JMP - an explanation follows but you'll probably guess what it 
does anyway!), Type in the following listing exactly as shown, 
or it may not work. 

10 *=$0600 
20 S LDA 54283 
30 STA 54282 
40 STA 53272 
50 JMPS 


A NEW INSTRUCTION 

Thai simple program is pretty amazing isn't it? Bet you 
thought I hat such effects were really difficult to code, now you 
are beginning to see that machine code programming is not so 
had after all! 

Let's explain that JMP command . As you have probably 
guessed JMP stands for JuMP, It is, as you will have already 
figured out. the equivalent of the BASIC GOTO statement Je. it 
simply Jumps to another program line. It can be In either of the 
following forms: 

JMP $5000 
or 

JMP 5 (where S is a label! 

The only difference Is that S represents a label in the program 
whereas the previous example uses a pure hexadecimal 
address. A label can be any number of alphanumeric charac¬ 
ters beginning with a letter e.g, HELLO, LOOP2, NUMBER2. 
ANTIDISESTABLISHMENTARIAN1SM (silly one that, but labels 
can be any length), X4A2 (I could go on Ibrever.,, but what 
Is the point of an article full of labels!)) 
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INDEX REGISTERS 


Anyway batik to the point ,, to put labels in your program you 
simply precede (he instruction with a label, leave a single 
space (more if you wish} and then have the instruction, as 
below, 

[*AI3EL |1 or more spaces} INSTRUCTION 

To type in assembly language programs you must remember 
this also ... (read this It cs important! With a normal instruction 
(i.e, one not ]>nereded by a label} you MUST leave 2 or more 
spaces, otherwise I he assembler will think your Instruction Is 
a label and probably produce an error (your program won't 
work anyway). With labels you MUST leave only a single space 
otherwise the assembler will think your label is an instruction 
and since there is no such instruction as I-AB3XIA (or whatev¬ 
er} an error will be produced. Got all that? Good! So the 
general formats are: 

1. Line number [ t space only} LABEL [ I + spaces] IN¬ 
STRUCTION 

2. Line number J2+ spaces} INSTRUCTION 

So if we refer In the earlier program you can see that JMP S 
loops the program back to the place where the label S is (by 
the way, using a non-existent label will cause an error too), so 
a continuous loop is formed. Not all that complicated after all 
is It? 


MAKING USE OF LABELS 

You can also use labels with the LDA and STA Instructions, 
and many others you are yet to be Introduced to. To make this 
fact useful you either define the labels at the beginning of your 
source code or yon use the ,BYTE or .WORD assembler 
directives (these art 1 explained In the Assembler Editor manu¬ 
al}. We can use the ability to define labels (c.g. 10 11 space] 
LABEL= (number}} to make our program look a bit better. It s 
good practice to use labels. 

10 COLPF2-53272 
20 W5YNC=54282 
30 VCOUNT=542S3 
40 *=$0600 
50 START LDA VC Oil NT 
60 STAWSYNC 
70 STA COLPF2 
80 JMP STAR!’ 

That makes It a lot more readable doesn’t it. Well perhaps not 
... what Eire COIPF2. WSYNC. and VCOLJNT? Well a copy of 
Mapping the Atari by Compute! Is the solution my friend! Just 
for you though 111 give you short (very short} explanations, 

COLPF2 - Hardware register whose shadow is CGLGR2, 
This controls the colour of the normally blue part of 
the screen, 

WSYNC = SToring the Accumulator here causes the proces¬ 
sor to hall until the electron beam In the TV screen 
has reached (he end of the line. 

VCOUNT = A store of how many lines down the screen the 
electron beam is. 

Using these locations you can achieve the amazing effect seen 
here (perliEips ill expand the program a little further later on, 
there are other possible improvements], 
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The 6502 has. as well as the accumulator, two more registers. 
These are X and Y and they work in the same way as the 
Accumulator hut have other uses too. You can load and store 
them like the accumulator, so we have four new instructions. 

LDX LoaD X 
LDY - LoaD Y 
STX - STore X 
STY - STore Y 

You can also copy the values between the registers using the 
Transfer instructions. 

TAX Transfer Accumulator to X 
TAY - Transfer Accumulator to Y 
TXA - Transfer X to Accumulator 
TYA - Transfer Y to Accumulator 

What the transfer instruction actually does is to copy the first 
thing Into the second thing: 

So ffX^lO arid A=4 then TXA will make A=10 but X urflf 
remain os JO. 

TRANSFER BETWEEN X and Y 

You can also transfer Y to X or X to Y, but there are no 
specific instructions to do this. You need to use a pair of 
instructions to transfer X to Y: 

TXA Transfer X to A 
TAY ;Transfer A to Y 

... to transfer Y to X: 

1YA ;Transfer Y to A 
TAX Transfer A to X 


ADDRESSING MODES 

So far we have met two of the addressing modes: 

1. Immediate addressinge.tj, LDA #$FF 

2, Direct tor Absolute] addressing e.g. STA $D20l 

hut there are several others ... 

Zero page direct addressing 

Hie same as normal direct addressing except (hat Nils Is only 
used on page /,ero J,e. locations 0 to 255 ($00 to $FF) 

e g. LDA $FF 

Indexed addressing modes 

Now we come onto the indexed addressing modes, this is 
where the X and Y index registers come in really handy: 

The first two are Indexed direct addressing and zero page 
Indexed direct addressing, They are exactly the same except 
that zero page indexed direct uses only the zero page. 

The format is 

[OPERATION] |AI>DRESS],(comma]|X or Y index} 
e.g. LDA 708 , X 

If X=2 in the above example then the contents ol 7 10 are 
loaded in In the accumulator i.e. 708+X, X=2, so 708+2 which 





equals 710 (no problem!) 

Note that these Indexed addressing modes also work wilh 
LDX and LDY however you cannot use X with LDX or Y with 
LDY, 

Indirect addressing 

Format: 

JMP {[address]) 
eg. JMP 11536) 

This addressing mode only works with JMP, What happens is 
ihfit I hr program jumps to an address STORED at 1536 and 
1537, i< must be two bytes because an address consists of two 
bytes. 

STORING TWO BYTE ADDRESSES 

To be able to use this addressing mode you need to know a 
little about how two byte addresses are stored In memoiy. If we 
take the address $1C0A (It's easier to understand in hexade¬ 
cimal!) + , r 

The first memory location contains the LOW BYTE - $0A 
The second memory location contains the HIGH BYTE - SIC 

You can see thai the numbers are stored the opposite way 
round to LhaL which you would expect. 


MORE ZERO PAGE ADDRESSING 

The next two addressing modes ONLY work wilh zero page 
addresses ($00 $KK. you remember!] These addressing modes 
are extremely useful, but there is a definite shortage of zero 
page Locations which can be used, especially wilh BASIC and 
Assembler. Your best bet Is to Stick With addresses 203-207 
[$CB-$CH. 208-209 ($D0 $DL) are unused by BASIC although 
they may not agree with the Assembler debugger. 

Pre iFidexed indirect addressing 

Similar to Indirect addressing except an index is used and 
can be used with other commands besides JMP. Note only the 
X index is used. 

Format: 

| OPE RATION] ([zero page address) .X) 
e g. LDA ($06.X) 

LoaD Accumulator at address stoned (oul> byte at S06+X 
and high byte at $07 +X. Note there (s a wrap around if the 
address+X is greater than $FF. 


Whilst on the subject of number bases it is as good a lime as 
ary to discuss the all important binary number system, the 
basis of the digital computer, it is represented by ones and 
zeros, or inside the computer this can be an electronic switch 
on or oft. A Binary digit or BIT is a single 1 or 0 or a single 
switch, A series of eight bats is a BYTE which can represent a 
decimal number from 0 to £55 as follows: 


bit number: 
decimal number; 


7 6 

iss 64 


Example 

00011010 is the same as 

12&*Q + 64‘0 + 32*0 e 16*1 + fl‘1 + 4*0 + 2*1 + 1*0 
which equals 26 


Bit 7 Is called the MSB or Most Significant Bit and bit 0 is the 
LSB Or Least Significant Bit for obvious reasons, A byte can be 
divided into two halves, known as NIBBLES. I can't think why 
they are called nibbles, I suppose it must be a kind of high tech 
joke (geddft , byte, nibble!) Each nibbie consists of four bits 
therefore allowing numbers from 0 to 15 to be represented or 
the full range of a single hexadecimal digit $0 to $F (see table 
below) 


Range for a nibble 

Binary 


Hexadecimal Decimal 


TWO NEW INSTRUCTIONS 


Post-indexed indirect addressing 

This mode always uses Y as the Index. 

Forrreab 

I OPERATION] ([Zero page address]),Y 
e.g. STA ($GA),Y 

STore Accumulator at an address stared low byte ai $OA high 
byte at SOB. and fhen acid Y onto the address (there you sec 
the subtle difference between post and pre-indexed to direct 
utidressirig], 

'there is one mere addressing mode to introduce but since we 
haven't met ihc commands it is used with there's no point 
telling you about it ... yet! 


To conclude this first part of the series I will introduce Lwo 
morr instructions. JSR and RTS- 

JSR - Jump to SubRouttne equivalent to the BASIC GOSUB 
only used in direct addressing, 

e g. JSR 55396 
or JSR SUBROUTINE 

RTS - ReTurtiJ'rom Subroutine no address required with this 
command. Like the basic return Statement. 


Well I hope you look fhof oH in ... JVexi Issue Hi have some 
more programs to type to, so Assemblers of the ready! Bye!!! 
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SPS6M4. 

SCAPEGOAT 


A s promised last issue ihere cuf/i be the map of Montezu- 
mas Revenge this rime. they were left out last issue 
i because of a teensy u>eensy commun Icatton problem 
between the Ed and J (he couldn’t read my scrau^i/j so hopefully 
tfiey ruili be presented in all their incredible glory* (Hopefully!). 
Me and my big mouth/ f ask for He/p and soiurtons for Level 9 
arioeritures and get, buried upta my eyeballs in hr-ip sheds and 
solufiani;, More on these at the end (remember to read the bit in 
betuieen/j). 

Also this issue use have received the soltiffon to Scapegoat. 
Ingrid's Back (and herJrontH Siarcross hints to get you started 
as asked for tn the tost issue, a massioe almanac on fhe ins 
and out Jar Hardball and the ga ff £s b/otm on /n/tltrator. There 
is also die map of Mission Shark for all of you out there that are 
lost and befuddled. Hut J 4 jfi( me get if all in? 1 douht it, so if 
before you get all excited over a game' you have been trying io 
cot Ft ./dr the past five years , you had better whip through the 
next few pages to sec if ii is afJ there! If it ain't you run be 
pretty sure iiiui if aril! be in the next issue. 



FREE CASSETTES! 


IXI IX Burying them in the hack of the net is now as easy 

Ifc II It for you as it is for Can, 1 linckcr thanks to John 

* * * Dady of Hornchurch who has sent me a plethora of 

4k information for Kick Off. 

f| 11 He finds that the best way of attacking the goal is 
Vr I I by dribbling the ball down the side of the pitch. If 

one of the opposition come to tackle you kick the 
ball further up the side and another player will receive it. Dribble 
further along the side. When you become parallel with the penalty 
area two opposition players will come out to meet you. You can 
dodge these by dribbling outwards towards the edge and back in 
again. When you come into the area. Now you have a very close 
range shot with only the goalie to beat. 

When you are in the league competition the best teams 
to be are either Germany or Brazil as they have 
got the best players. 


if your hint, tip or map is used by 
Tha Tipster you can claim a FREE 
CASSETTE {from those currently 
available from The Accessory 
Shop) but you won't got one if you 
don't send something 1o The Tips¬ 
ter - get tipping now! 

HOW TO CLAIM 

If you see your name in this column 
just drop us a line and say My 

name la . and I claim my free 

Tipster cassette' and simply tell us 
which camaelie ymi would tike (give 
an alternative just tn case). We will 
whip it off to you posts haste {or 
straight away]. If you prefer you ean 
always give us a ring instead on the 
usual number 


From Geoffrey Tanton of Belvedere comes a solution to Scapegoat, 
by Level 9. If any one knows what the Iasi piece of evidence is then 
please send me the info as soon as possible. As usual it's all writ 
backwards. 

Part 1. 

N, TEG NWQDELTSIHT, S, W, TEG KOOBHCTAM, E, TEG 
ELBBEP, OG OT GIWT, TIAW ROF RQSlVREPUS, HAW, TEG 
DRAG, TEG GIWT, TEG DRAG, OG OT NRU, HSUP NRU, (TIAW 
LITNU Tl SI THGIN NEHT WQLLQF EOJ DNUQRA EHT YRETE- 
MEC GNIKSA DIVAD OT WOLLOF UQY NEHW UOY SSAP MIH), 
OG OT GOD, EKORTS GOD, N, EKORTS GOD, EKORTS GOD, 
TEG ENOB. OG OT YM EVARG, TUP WOLLEY DRAG NO WEN 
HTAERW, TIAW ROF GOD, TEG HTAERW, OG OT TREB. TIAW 
ROF GOD, TREB WOLLOF EM, ANDE WOLLOF EM, OG OT 
DEHS, TREE TIAW 3 LLUP GNOL REVEL, ANDE WAIT 2 LLUP 
MEDIUM REVEL, DIVAD WAIT t PULL SHORT REVEL, NRUT 
LERRAB, LLUP EPQR (EHT GOD TSUM EB EREHT NEHW UOY 
OD TAHT), NL TEG LLEB EOJ TEG HOTAW, DIVAD TIAW 1 HSUP 
NOTTUB. HSUP NOTTUS. (OD TAHT 2 EROM SEMIT), TIAW ROF 
LENOLOC, LENOLOC WOLLOF EM, OG OTTELQIV, ESI LLEB OT 
HSUB t TELOIV WOLLOF EM, S, S, EOJ TUP HCTAW INI ESAV, 
HTIDE WOLLOF EM, OG OT LAIDNUS, HTIDE TIAW 1 HSUP 
LAIDNUS, HSUP LAIDNUS, TEG NQMONG, OG OT LAIHOMEM, 
EKAW EUTATS, OG OT LLAW. HSUP LLAW.. 

Part 2. 

N, N. E, IN, N, S, TIAW, N, N, N, N, E, EOJ W, N, E, HSUP LLAW, 
TIAW 3, HSUP LLAW, W. W, LOOC RETAW, TEG PAM, N, E, 
FORD FAM. E, TEG RE PAP, W, PORD REPAP, EOJ TIAW 1 LLUP 
KRAMKOOB, LLUP KRAMKOOB, TEG BLUB, PORD BLUB. HSUP 
HCTIWS, W, TEG BLUB, TUP BLUB Nl LIOF, TEG LIOF. TUP LlOF 
Nl REDLOH, HSUP HCTIWS, E, U, U, TEG Nl, TEG GULP, D, N, 
HSAMS RQRRIM, EOJ TEG E5A.C S D PORD ESAC U, S, U, 
LOOC GULP NO YDQ-B, D, NERO LENAF, TEG TEKCOS, TUP 
TEKCOS Nl LENAP, ESQLC LENAP, HSUP KCOLC, (UOY OD 
DEEN 1 EROM ECEIP FO ECNEDIVE TAHT I EVAH TON TEY 
DNUOF TUB 1 OD WONK WOH OT TRELA EHT YCNEGREME 
SECIVRES), D, W, HSUP ELTTQB, TAEH LOOP. LLUP SNAITFUC 

Part 3. 

W, OG OT NAV, TEG Nl, (TIAW LITNU Tl SYAS UOY ERA TA A 
NOITCNUJ NEHT OG TSEW LITNU UOY NAC TEG OT EHT YAH), 
TEG REYARPS, OG OT SERIW. TUP REYARPS NO SROTCEN- 
NOC, OG OT REKAERB. HCTIWS REKAERB, E, TIAW LITNU 
HARAS SI DNUOF TUO NEHT OG TSEW, U. U, W. TEG BLUB, 
UOY TSUM TC ARTS ID NHOJ 5 SEMIT, I EVAH DNUOF TUO EHT 
EVIF SYAW TUB f LUTS MEES OT NUP TUO FO SNOITCARTSID 
EROFEB NHOJ SEES EHT ECILQP- EHT EVIF SNOITCARTSID 
ERA GNIPPORD EHT BLUB ECNO UOY EVAH ENOD TAHT OG 
TSAE, D. D r D, TIAW ROF LESAEW, TIAW, Nl. N, TIAW 3, 
TSEFINAM, TUC SEPOR. S, TIAW ROF LESAEW. HSUP REM- 
MAH, TSEFINAM, HARAS EIT SEPOR OT LESAEW, TUO, U, 
HARAS ED1H DNA TIAW 10. EHT REHT0 5 SYAW ERA LLUP 
SNIATRUC, EGRAHC NHOJ, LLIHC NHOJ, HSUP RIATS. YPPAH 
GNITNUAH lllflllin 
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The maps and tips to Montezuma* /?e- 
venge have made it this issue and they 
are supplied by Richard Hunter rtfifJ 
\eville Westcarr from Leeds, but again 
there is rtridrcss so they will have to 
contact the magazine for their prizes. 

The first three levels all have different 
layouts of the rooms but those after the 
third level have the sum* 1 map as the 
third level. 

All routes stay the same and all keys, 
doors, flames are found in the same 
rooms. The only difference are the num¬ 
ber of darkrooms. On level the bottom 
three layers of the pyramid are dark, 
level 4, the bottom four layers are dark 
and so on. 

Your main priority on each level there¬ 
fore is to recover a flame , as twee cap¬ 
tured all rooms become daylight 


QUICK E’S... QUICK E’s... 


A good smattering of stuff from John 
liubboek from Liverpool, Are your 
sandwiches and fizzy pop stowed safe¬ 
ly? Right lets go! 

Stay between 19 arid 25 on the alti¬ 
meter in Blue Max and then you 
can shoot the tanks with the machine 
gun if you keep your finger on the 
button. 

In International Karate wait 

until the screen you want appears in 
the demo screen and I hen take the 
disk out and then press START or 
SELECT. When you are about to go 
onto the next level put the disk back 
in. 

Use up all of your money Oil goal 
cards i n Footballer off the Year 

until you art 1 on your Iasi £200 or so. 
Then buy an Incident card and if you 
have bad luck" on it then you won't 
have to pay your debts! 

Now conies a lip for all of you that 
find that you can’t beat the computer 
during the Spy vs Spy trilogy. 

Spy vs Spy I Let ihe other play¬ 
er collect all of the objects and when 
he has got them, go into the same 
room as him and fight him. If you 
fight him mid win, collect the objects 
from the picture/table / desk in the 
mom and go to the airport. 

Spy vs Spy II (Island Caper) 

If you don’t have all of the objects 
and your Opponent has the others, 
walk in the water and drown yourself. 
Dolnfi ii this way means that your 
opponent can't win and a very nice 
memorial service can be held in your 
honour. 

Mare jJuicJc E r s over the page v s 


MONTEZUMA’S 

REVENGE 

mapped by 
Richard Hunter & 
Neville Westcarr 
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This must be Ingrid’s front because 
Ingrid’s Back is on the other side! 


New Atari Us#r - Issue 57 


19 









QUICK E’s continued 


INGRID’S 

BACK 


Spy v& Spy III (Arctic Antics} 

[f you have one of the pieces and your opponent has the rest, 
go into an igloo and don’t come out Mow your opponent can’t 
win, Fairly selfish but at least you stay nice and cosy find 
warm, 


(is a lot more attractive than her front!) 


Ir^rinl may be the only female Lt-dJI to have her own Level 9 adventure but 
slie needs help to finish Ingrid's (Lick and Ihis is where Geoffrey Tanton of 
Belvedere comes into it 

As you will know hv nnw Lf you are A regular reader, as always PULL 
CABBAGE = LLUP EGABBAC 


A little financial advice from Steven Head of Wlllenhall con 
cemlng Kenny Dalglish's Football Manager When 

playing this game keep a count of your money. Do not bother 
re saving the game once il reaches £99,999.999 because a 
prompt will come on the screen saying "you do riot have 
enough money". This also happens World Soccer but at £10 
million. 


Part 1 Li We Moaning 

■N. hr, EVIG NOITITEP OT EMQYHEVE TRECXE SALlS, TMQD TEGFtOF AROLF 
Nl EhT NEhCTIK. TLJO, W. 5. TEG SEIRECOHG, EVIG NOITITEP OT SSIM. N, W 
W. S, SE. NE.VSPOLF TlAW 2 NEHT KCONK, SW. NW. N, N. E, TEG RED DAL, 

W. FORD flEDDAL. U. EVIG NOITITEP OT SRM. NERO EDGRDRAW DNA 
NOITITEP OT SUMAES, D, TUO S. E. E, E. NW. NW. E. YSPOLF E. E. PROD 
SEIflECORG. LLUP EPOR. EDIH. Nl. EVIG NOITITEP OT MR A. W. W, NW. E, OG 
DNUORA EHT MRAF DNA TEG ENOYREVE OT NO IS. W. N, TEG NO. KOOR OG 
OT ESLK5HTGHIL. D. EVIG NOITITEP OT ElLLIM, TUO, N. W, N„ E, S, EVIG 
NOITFTEPOT tang. TEG Nl. N. E, E. NW. NW. NW. SE. SE. SE. E. E. N. N. Ml, 
PQRD NOITITEP, TUO, TEG NOITITEP. S S. TEG Nl, W. W. EVIG NOITITEP OT 
VENOB |FI S'EH EREHT, FI TON TlAW UTNU EH SEMOCL TEG TUO. KCONK. 
NGIS, w NW. NW. NW. W. W, W, OG TSAE LtTNU EHT ALUROG STEG KCLTTS 
Nl EHT SREJRH NEHT OG TSEW LJTNU UOY EMQC OT MEDALMOOP DNA 
EVIG EHT NOITITEP OT TNUA ...! 


Quite a lot of help wanted tills issue 
covering all sorts of problems. 
jjm ■:>-■. ft -Vf Lu John Hnbhork needs, wanis, nay 

"W. pleads for help uil h TEMPLE OF 
3 IgS APSHAI, B OULDERDASH I 

n UTTT T) Wr aT1 *l 13- To his plea fur help with 

X IWl/T 7 PHANTOM I can give him help by 

saying have a look at the past 2 or 3 
WANTirn issues of New Atari User for the hints 

Walt ILL/ you are after, 

, Dave W. of Birmingham needs help 

X L ** to explain what the Y and R are for in 

his inventory of HACKER. [Have a 
look at issue f>2 Dave!} He also has a 
) problem In that after visiting Switzer- 

land and going on to E-gypt and offer¬ 
ing their Agent the chronograph he 
keeps refusing it, he‘11 only accept the 
$5000 then all the other countries agents go blank [freeze] 
allowing no trading. 

Andrew Kkanthous from Birmingham Is renewing the plea he 
made a few issues ago for help wilh SNOWBALL T have 
received the ollklal Snowball hint sheet from Level 9 sent in by 
a reader. This gives all of the locations and the objects and 
how they are used. Unfortunately Lhe sheets are impossible to 
print because of the copy right rules and the printing of all of 
the clues possible would fill an entire issue of the Tipsier 
thiurnm now there's an k!ea!j. What I really need arc complete 
solutions to the adventures and maps If possible like those of 
the l ime and Majik series. What are you still reading this for 
get adventuring and mapping. 

Si even Nirkltn ofTamworth needs the solution to WAX- 
WORKS by Channel 8, especially I be bit with lhe airlock. 


Part Two 

D. TEG FAOL. NUR OT HAONG. HAONG EIL Nl TNQHF FO RELLGRMAETS 
YSPOLF TEG SNALP, NOR OT KSAC, TEG RljOLF DNA KSAC. LLUP EKARB 
HSUP REVEL. NUR OT RELLORMAETS DNA TlAW UJT SAU3 SRETNE MOT- 
TQBYGGOS DLEIF OT EVAH A KAERB-AET NEHT OG N. N, KClK MAO. S, 5, 
TUP FAOl Nl YENMIHC, UOY LUW WON Efi OERETSEP YB 7 SLLORT END TA 
A EMIT. A LLORT LLIW NUR RETFA UGY NEHW Tl SEES UOY DNA UOY ERA 
TON YDAERLA GNIEB DESAHC, ESEHT RUOF ERA LUBMA. MURDLQD, S5EL- 
MROG. ONA ELBMUF, EHT HFHTQ EERHT ERA ENAB OHW SLLAF Nl EVOL 
HTIW UOY KNURD GGUHC, DNA TOGRE 0HW5DHAUG EHT NRAB. SIHT SI 
EHT REDRO I TEG DIR FO MEHT Nl 


The Warren 

OG W NtHT N MORF LUBMA STRAT5 GNISAHC UOY. □, YSPOLF TlAW 2 
KAERB TOGS. D. U 


The Windmill 

DWIF EHT LLORT TAHT STRATS GNISAHC UOY NEHT OG OT REVEL. YSPOLF 
TlAW 4 tLUP REVEL. D r TUO. TEG Nl. TUP KOOH NO LLORT. ECNO UOY EVAH 
TOG DIR FO OWTOG OT EULB DNA NEERG, OG OT LLEW. TUP EULB Nl 
LLEW, YSPOLF TlAW 1 DNA TEG GABDNAH, TUP NEERG NO YSPOLF, W. TEG 
GABON AH DNA RAEW KCITSPIL DNA EMUFRfcP U£3Y NAG WON TEG TSAP 
ENA& 


The Watt 

ECNO NrAGA TEG A LLORT OT WOLLOF UOY NEHT OG OT LLEW TUP NEERG 
NO LLORT. TUP NEERG Nl LLEW 


The Trapdoor 

DNIF TEY RENTON A LLORT OT WOLLOF UOY NEHTO&OT ROOD PART. 
NEPQ ROODPART, YSPOLF TlAW ^ ESOLC ROODPART, HSUP LLORT, TUP 
RUOLF NO ROODPART, E. Nl. EV»G KSAC OT GGUHC. NUR OT KClflB. LLUP 
KCIRB. PEEK NO GNlLLUP TLJO EH 1 ESOOL SKCIRB UTNU EHT NRAB SES- 
P ALLOC, NEHT TlAW UTNU EHT RETUPMOC SYAS UOY REBMCMER SAL IS 
DNA OG KCAB OT EHT ESUOH NEHT DO THIS. U, TlAW UTNU SAL IS SEKAT 
UOY E. TUP SDEED Nl PAG. 


Part Three 

N, NUROT NIB. HiCRAES HSIBBUR. NUR OT YSIAD, U, TUO, N. KOOL EERT 
KOOL WODAHS, Nl, U, TlAW UTNU FLUR SEMOC NEHT OG W, KOOL SESSAV- 
NAC, TEG ECElPRETSAM, E, D. TUO, N. R NEHW UOY EMQC OT EHT 
GNIMMIWS LOOP El REPSAJ T NSI GNIMMIWS NEHT OG E DNA EDIH. FI EH Si 
EREHT DNA SYAS EH SE1CNAF A MIWS TlAW NEHT GO TSAE DNA EDIH TlAW 
ROF REPSAJ. TlAW. N. TEG XAF. S. EDIH, TlAW, ROF REPSAJ TlAW W, 5, 
UTNU UOY OG KCAB OTNI EHT NGISNAM NlAGA. W, KCQLNU ROOD. N£P0 
ROOD. TUO, YSIAD TlAW 2 NEHT KCONK. Nl. LI, Nl, TEG REPAP. LLUP 
REWARD, T'NQD TEG EHT SBUTS, TUO, DNIF VSlAD. OD EHT EMA$ GNIHT 
HTIW EHT ROOD NIAGA NEHT OG KCAB OT EHT SBUTS DNA TEG MEHT. 

TUO, W. W, NEPO WODNIW, TUO, E, OG Nl OT EHT MOOR AND GET EHT 
DNOMAlD, NEHT OG TUO OF Tl, E, E. D, NUR OT ECALPERlF, {EREHT ERA 
OWT. ENO SI Nl S REPSAJ MOOR OS F| UOV DNIF FLESRUOY GNlYRTOT 
TEG HGUORHT A DEKCOL ROOD OG HEHTFtUF YAWA MORF SREPSAJ MOOR 
DNA YRT NIAGAL OG OT YENMIHC, W, W. OG OT FCALPERIF FI REPSAJ Si Nl 
EHT MOOR TlAW UTNU EH SEVAEL NEHT DNIF EHT FPAT DNA TUP Tl Nl EHT 
GNIREWSNA ENIHCAM. FI NL TflUOD FO WOH OT DROCER A EG ASS EM KOOL 
ROF A LAUNAM WHEN YOU HAVE DEDROCER A EGASSEM. TlAW ROF EHT 
ENOHP OTGNIR NlAGA NEHT SSERP YALP, TEG EPAT. OG OT TIARTROP 
EVOM TIARTROP EPYT 8SB15S (THE NUMBER IS THE CORRECT WAY 
ROUND. EIGHT. EIGHT. EIGHT. ONE, FIVE. FIVE), TEG STNUOCCA, OG KCAB 
OT EERT EUNEVA DNA EVAW. NUR OT REPSAJ. U, GNIWS, UOY EVAH TSUJ 
DETELPMOC SDrRGNI KCAB 

Sany ■! I M sn«« th f .,! MdH i tir ! U inul n Hi». 


Well that seems to be all for now [and by eck did tt. take a long 
lime to write tills timet I musl be 1 getting old! (aaarrr gffg hhhH!)l_ 
As always sculI your tasty morsels to the usual address which 
is> [say after me!! 


The Tipster 
NEW ATARI USER 
P.O, BOX 54 
Stafford 
ST16 1DR 
ENGLAND 


Time for me to stick my head (n a liquidiser 


lWell if u>as such a good movie) 








MICRO DISCOUNT 

265 Chester Road, Streetly 
West Midlands. B74 3EA. England 
Tel: 021-353-5730 OR FAX: 021-352-1669 


Probably the largest MAIL ORDER supplier 
of Atari 8-bit Hardware & Software in the U.K. 


Official ATARI: Corfee Mugs: Belt Buckles: Blow up Atari Logo Kites!! 
Disk Software from Germany: English Tejtt DONALD SAFER. TACTIC' 
TECHNO NINJA' CULTIVATIOM/CROMATIGS £5.50 each plus £1.50 p.'p 
Rudqel Label Disk Games: DRAGQNUS: FRED MIRAX FORCE NINJA 
COMMANDO TRIVIAL PURSUIT: WINTER EVENTS £4.95 each + £1.50 p-p 
SUPERSCRIPT' "Disk' tor BOOXL. 65/130XE. Word Processor; Calculator. 
Mailing Ust and 20.000 word "English' spell checker, complete in one 
package. You can write, store and edit all correspondence and documents. 
Produce letters, invoices, price lists, contracts, labels, everything a small 
business requires. Makes typing up school homework easy. NEC plus a 
driver creator program Including full documeriiEaiion and tutorial programs to 
get you up and running fast. 

ONLY £10.95 toe. UK poslage Only £9.55 if you are a Data Base member 
ATARI STAHTER SET & LIGHT MODULE SET; As Matured in Issue 56 
New Atari User £12,95 plus £3.00 each for U.K post'packmg 
NEW '"PRINT LAB r ' Disk: Great Printer UtiUly for 1020 and 1D2$s. Produces 
labels, screen dumps and much more £5.95 plus £1.50 U.K. p/p 
MICRO-PRINT r Centronics Parallel Printer Interface. Works with all Atari 
3-bi-tS. Compatible with all software £31.§5 plus £1.50 p'p 
DUAL FORMAT TAPES tor ATARI XEs.'XLs (standard side A - Turbo Side fl): 
BLACK LAMP' BLINKY’S SCHOOL: BGULDEFtDASH 2: CAVERNIA. FRED: 
GHOSTBUSTER5 HEARTACHE. HENRY'S HOUSE. JQCKY WILSONS 
□ARTS- LAS VEGAS: MIFlAX FORCE: MISSION SHARK. NINJA COM MAN 
DO: STACK UP: SIDEWINDER II: SWAT. THUNDERFOX: TIGER ATTACK 
- £4.50 each plus £1.50 p/p. 

II you want to run these tapes in the High Speed Turbo Formal you must 
have a Turbo modification filled to your recorder. ASK FOR DETAILS- 

OVEH 70 JCE.'XL ROM CARTRIDGE TITLES IN STOCK.I! 

PLUS A BARGAIN BIN OF BOX DAMAGED OR NO BOX ITEMS!! 

For Mi details check out issue 4 of our information catalogue But first you 
mil need to register your name and Ml postal address on our Data Base. 
-The cost of this service is £3.60 for 6 copes (1 every 8 weeks) 

£6.00 Europe. £t0.OO Elsewhere Alternatively you can download 
the complete 133k die 'FREE' from the CITY BBS. Tel 02 f 32 T 1610 


ATARI XUXE SOFTWARE 


EXCEL DISK MAGAZINE 

EXCEL 16-out Now! £4 

EXCEL 17 - out September 1 st £4 
EXCEL 18 - out October 1st £4 

Back issues 1-15 available - £2.50 each 
Buy any ten back issues for only £20! 

NEW PUBLIC DOMAIN/SHAREWARE SOFTWARE! 

Send a first class stamp {and your name and address!) for a list of ovai one 
hundred disks, ALL double sided and all £3 each, blew stuff comes in every 
month including games, graphics and muSta demos, productivity, program¬ 
ming languages and all kinds of utilities 

LATEST PD DISKS: £3 each or £10 for 4! 

HQBBYTfiONIC DEMO 92 {1050) Great demo 
CYBERSCAPE & VIDEO BLITZ {130XE demos) 

SHINY BUBBLES & COM PY SHOP (130 XE demos) 

P H ANT AS Y D EM O (Techno Music) {1050) Good 
SUPER DOS 5 & Q DOS - Two good DOS disks 
MACH DOS & BLACK DOS Two mote DOS's 
EASY STORE & EASY FIND Data retrieval 
SUPER STUD POKER & ROULETTE Good games 
BASKETBALL & GOLF - SpOd stimulations 
ADVANCED MUSIC SYSTEM DEMO - Great tunes 
SWIMSUIT GIRLS Gorgeous digitised girls 
BACH & BEETHOVEN - Classical music demos 

ALL FROM: 

R, STUART: 21. STR0NSAY WAY, BROQMLANDS, IRVINE, 
STRATHCLYDE, KA11 1HZ, SCOTLAND 

All cheques, PO's payable to R. STUART 


TIGER DEVELOPMENTS 


NEW BUDGET RELEASES 

BOING II 

Bounce your ball over the scrolling landscape taking care not to 
splash into the sea or collide with the enemy. This arcade game 
contains smooth scrolling and many special features 

SPEED FOX 

Speed around the Universe neutralising ihe enemy cells while 
under fire. Very last, smooth and addictive arcade game 

Both these games are DISK ONLY at £2,99 each 
Buy both for £4,99! 

PROGRAMMERS WORKSHOP Volume 3 

Design your own display lists and write interrupts without using 
machine code with this easy to use mini-language 

DISK ONLY£3.99 


TARKUS AND THE CRYSTAL OF FEAR DISK E4.99 

MISSION ZIRCON DISK E4.99 

PROGRAMMER’S WORKSHOP 1 & 2 DISK each E3.99 

Send SAE for further details of all our products 

Send orders'enquiries to: 

TIGER DEVELOPMENTS, 26 MENZIES AVENUE, 
WALMER, DEAL, KENT CT14 7QZ 


INTERESTED IN REAL ALE? 

WHAT DO YOU GET 
AS A MEMBER OF CAMRA N.I.? 

- Your own quarterly N.L newsletter with new*, details of local events, 

outings and meetings, plus 'What's Brewing', the independent monthly 
U.K. newspaper tor the beer drinker 
-An information packed Member's Handbook. Discounts on many pro¬ 
ducts. including CAMRA * best selling, annual Good Beer Guide 

- Up-to-date Information about new beers and breweries, takeovers , clo 

surf s and campaigns, Join in CAMRA's local and national campaigns 
and protect the price and quality of your pint 

- Advance notice of beer festivals around the country and discounted 
admission. Play a part in CAMRA a Great British Beer Festival, the 
country's biggest beer extravaganza 

- Participate in oui branch activities such as socials, b«r festivals and 
brewery visits. Help preserve the traditional public bar and flexible 
licencing bourse stop the closure of local premises, 

APPLICATION FOR MEMBERSHIP TO CAMRA N.L 


Name 

Address 


N. Ireland Postcode BT , 

Signature ....... -.— 

Age 18-25 26-35 ..36-45 

N, Ireland membership 


56-65 .... Over 65 .... 


£5,00 - single; £7,50 - joint 

_ „ . (CIWliJP* payabir 

photocopy or cul th*a form and Sent! io- 1(l CAHRA Uc j, 

CAMRA Lid, 34 Alma Rd., 

St. Albans, Herts., AL1 3BW 
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Xl/XE UTILITY 



in 80 column format 


T o continue with the theme of 80 column lexi covered in 
the art trie and program in Issue 55, here’s a program 
that allows you to view and edit Individual sectors of a 
disk. It uses the extra space on screen io display the 128 bytes 
that make up one sector. At the lop of the screen is the 
decimal display, and ai I be bottom the ATA5CI1 display. 

Eyeing able to View the disk in this way is useful to search 
through adventures for dues or even look at machine code 
routines (If you can translate them from decimal). But this 
program allows 1 lie data to be loaded and edited, then saved in 
exactly the same place on the disk as if nothing had happened. 
This could allow last minute alterations to your machine code 
programs or If you dare, altering other peoples! 

Before we go on let me st ress a couple of things. Firstly , 
altering copyright material is not illegal, but tlying to sell the 
edited program as your own work is! Secondly, whilst ] use 
this program regularly and have had no trouble with it. please 
do not try to hold me or Page 6 publishing responsible for any 
damage the program might Inadvertently cause to your disks. 
Some disks are copy protected and use complex archiving 
techniques, editing these can corrupt the disk entirely - You 
have been warned !, 


BACK IT UP! 

The safest way is to work on a back up copy if you can, and if 
you can't note down carefully any changes you make so (t may 
he pul righl again! El' I haven't scared you off with, the last 
couple of paragraphs then I'Ll continue with the lull instruc¬ 
tions for the sector editor program. 

Firstly lype in (he Sector editor listing and merge it with your 
original 80 column lext set up routine [Issue 55). Then save it 
before running. When you run the program it will draw two 
boxes and display a simple menu. 

Before you can go any further ynn must enter a sector 
number, you can’t edit or save without first loading! Afierthis 
you can choose from the menu by pressing keys 1 to 6. 

1. LOAD SECTOR; As It Implies this is to loud a sector. 
You will be prompted for (he sector number, either type the 
number and press Return or press escape to cancel the 
load request 

2. SAVE SECTOR: You only have to save a sector if you 
have made any changes and wish them to be permanent. 
You do not have to put a sector hack Just because you 
loaded it! To make sure this is what you want you will he 
asked to confirm the save by hitting the "Y" key For yes, Any 
other key will be taken as no 

3. EDIT SECTOR: The editing takes place on the decimal 
grid. On selecting this a box will be drawn in the top left 
hand corner. This is the cursor and It ran be moved by 
using a joystick in port I. Position the cursor over the 


David Rawlings presents 
a practical application 
for his 80 column text 
routine in the last issue 



number you wish io change and press Fire, and you will be 
prompted to cuter the new value. Fit her lype (he new 
number and press Return or press Escape and ihis will 
Lake you back to the main menu. To exit ibis mode press 
Fire then Escape. 

4. RESTORE: '[’his opt ton will change the secior on screen 
back to what it was before any editing took place. It's useful 
to put back the original sector If you have saved an edited 
one In it's place, but it will only change U hark Io what it 
was when you last loaded it using option I 

5. PRINT SECTOR: For printer users (his will print the 
decimal display of the sector 

6. QUIT: This will return you back to basic 

The program Is full of REM statements and these are for 
presentation and educational purposes only, '[’his, and all my 
other programs, will work perfectly well without them. 

Well that's it from me, now its your turn 1 If you can think of 
any practical uses for the 80 column text, or better still write 
programs for it, then why not submit them and share it with 
the rest of us? 
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SECTOR EDITOR 


C ^ i rem i it min in iimiuumiiwwmiHHi uimrnr imtaro 


DP 750 H^4Z5Y=ZZ;L=3D:GOSUB 2406 

Jfl 7 BEH *t EIGHTY COLUMN SECTOR EDITOR M 


ZP 700 RETURN 

FU 3 REH It by H 


ES 799 REH - INPUT NUMBER ROUTINE --- 

GU 4 REM it Hatrhpu Bennett tt 


MT BOO NUMtli-O;NUM(23-0:NUMC33-0:P=i 

5G 5 REM tt -— —--—-B 


GG 010 TEXT 5-' + ! 0 th 

PZ 6 REM S MEM ATARI USER - AUG ’ 32 tt 


YP 620 Q-USR(30204,ADRCTEXT$3,X,Y3 

cv 7 REM umttmiw»i*iH»iiiiiuttiii*tniiiu**ttwjwiuu» 


GU 630 GET Itl, K 

NH B REM 


SO 635 IF K —27 THEN HOM=-1 ;RETURN 

pa id gosud 3500 


HC 640 IF K-155 THEN 960 

EF 26 GRAPHICS 8+16:CLR tCLGSE Bl:OPEN tti 


TK 650 IF K=12G AND P>1 THEN Jt=K-l ! P=P“1 i 

*4,0, **((;'* 


GOTO 610 

JG 30 POKE 1 7 58 , PEEK t 88 J SPOKE I789,PEEKCB 


HI 660 IF K)=40 AND K < = 57 AND R< = 3 THEN B 

93 


60 

HJ 40 POKE 710,131 


00 070 GOTO B3C 

IC 50 GOSUB 2000 REM SET UP SCREEN ETC 


FF BBO TEXTS Cl, ll -STB? (X—403 t TEXTS CZ, 23 =*' 

HF 60 GOTO lift 


5“:A-U5R (30204,ADR(TEHT53 , X , V3 

OZ 61 REM —-MAIN HE MU — — 


BF 690 K = H + 11 NUMCP3 =K~4fl :: P = P+1 ; GOTO 610 

RS OS MESS-0:GOSUB 2300 


TC 900 IF P = Z THEN XUM = WUMt13:RETURN 

PM 70 GET ill j K : IF K < 4 6 OR K>55 THEN 70 


XU 910 IF P-3 THEN MUM-10*NUM(13+HUM<23:R 

TV 75 H=46;Y-22;L=16:GOSUB ?4fio 


ETURM 

K1 0ft K=K-40;0H K GOTO 110,360,1500,600,2 


JlJ 930 HUH= Jt B0*NIIM (13 + 10*NU<M (23 4 HUM C 33 

520,100 


ZH 940 RETURN 

TS 90 GOTO 70 


AE 999 REM DECIMAL PRINT --— 

HQ 100 END 


WP 100O FOR C-0 T0 7 

OR 109 REM GOAD SECTOR -— 


GY 1010 FDR L=0 TO IS 

TC 110 &0SUB 700 


BN 1420 TEXTS^'OeaR*' 

MH 120 TRAP 250 


RL 1030 D = ASC £5ECS CC*16 + I_+1 , G*16+L +13 > 

NC 130 POKE 769,1 


LY 1040 IF D<1« THEN P = 3:GOTO 1074 

OB 140 POKE 770,62 


BX 1050 IF D<100 THEN P=2:C0TD 1070 

EO 150 POKE 779,INTt5ECTAZ561 


MI 1060 P-1 

UK 1*0 POKE 770,SeCT-lNT(SEC!^2553*256 


AC 1070 TEXTS IP,3)-STRS£D> 

OK 170 MEM-AO ft (HEtSl 


BG 1060 fl=USR(30204,ADRCTEHTSJ f L*4+l,C+33 

GH IBS POKE 773,INT1MEM/2E6> 


TP 1090 NEXT LsNEKT C 

AD ISO POKE 772,HEM-INTCMEM/2563*256 


Afl 1100 RETURN 

BJ 200 O-USR (15363 


IC 1199 REM —A?ASCII PRINT — 

PC 210 TRAP 1000# : 0L.DSFCS-5ECS : GOSEIB lOOO 


HT 1200 FOR C-0 TO 7 

RL 220 GOSUB 1200 


16 1216 FOR L =1 TO 16 

TK 230 GOTO 65 


XZ 1220 X=L*Z-1 : Y=C+14 

IB 240 REM -- TRAP I/O ERROR —— 


KU 1230 TEXTS (1 , 13=SEC$(Q*16 + L , C*16 + LA 

ES 250 POP ; MESS - 4 : GO SC IB 23&0 


KT 1246 TEXTS (2, 23 :''0" 

GU 2 60 GET ttl,K 


UL 125*1 R-USRt302O4,ADRfTEXTSl,H,Yi 

HS 270 X=4Z : Y=Z2 : L=36 : GOSUB 2400 


GS 1260 NEXT L 

DP 260 TRAP 40000 : GOTO 65 


DA 1270 NEXT C 

OT 2«9 REM ——- SAVE SECTOR -—- 


0A A20O MESS = ltGD5U« 2300 

ES 300 TRAP 2SB : MESS-5 : GOSUB 2300 


BE 1296 RETURN 

UN 305 GET Ol.tCIF K<>69 THEN 3*0 


ZC 1499 REM - EDIT SECTOR -- 

SU 310 POKE 770,07 


P« 1500 1=1 : J=3 

EK 320 POKE 779,IHT(SECT/256> 


PZ 1516 HE55=7tGOSUB 2300 

MG 330 POKE 776 , SECT - INT(SECT7 2563 *256 


Pf 1530 COLOR 1 ; PLOT 1*4 - 2,J*&-1 J DRAHT0 I 

OT 34 0 HEM= ADR ( SEC S3 


*4 * 12,J*S - 1 

GD 350 POKE 773,INTtMEM/2563 


EA 1540 PLOT I*4~2,J*8+OtDPAMT0 1*4+12,J* 

ZZ 360 POKE 772 , MEM-IHT(MEM^256>*25& 


B + fl 

BY 370 0=USR(15363 


HK 1550 IF STICK(03=14 AMD J>3 THEN GOSUB 

FU 3S0 X=42 ; Y=2Z : L=Z4 ; GOSUQ Z404 


1600 : J-l ; GOTO 1S30 

PE 390 TRAP 40600 1 GOT Q 65 


VH 1506 IF STICK(03 =13 AMD J<10 THEN GDSU 

OK 600 MESS—6 ! GOSUB 2300 


B 1600 iJ = J + 1 : GOTO 1530 

TV 610 SFC$-OLDSEC$ 


EN 1570 IF STICK£03=11 AMD I>1 THEN GOSUB 

MK 620 GOTO 210 


1000 ; 1=1-4 ; GOTO 1530 

BG 699 REM —— INPUT SECTOR NO. -- 


FP 1500 IF STICK (03=7 AND I<61 THEN GflSUB 

PH 700 MES5 = 3 : GOSUtt 2300 


1600 : 1=1+4 : GOTO 1530 

BJ 70S H=63 : Y=22 : GOSUB 400 


NT 1590 IF STP1GC0)=0 THEM 1625 

0« 710 IF HliHi-l THEM POP ;K“42:Y-22:L-Z5 


TO 159S GOTO 1SSD 

: GOSUB 2 4 00 J GOTO 65 


Oh 1600 COLOR D : PLOT 1*4“2,JW0-1 i DftAHTO I 

HI 715 SEC T — RUM 


* 4 + 12 ,j*e~i 

GV 720 TEXT£=STfi£CSECT3 


DT 1610 PLOT 1*4-2,J*0+B:DRAHTD 1*4+12,J* 

YD 730 TEXT* IL£Nf TEHT $3 + I, LEKCTEHT 51+3J = " 


0 + B 

0* 1 


Aft 1620 RETURN 

IM 749 0=U3R(38204 , APR(TEXTSJ,58,13 


continued » 
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SECTOR EDITOR 


VE 

1625 

X = 4 2:Y = 22:L-3 2:GO SUB 2400 


RS 

1630 

wess-acgosub 2300 


T B 

1640 

X - 7ft:V — 22:G0SUS 600 


WH 

1680 

X“30:Y-22:L“41;G05UD 2400 


ft K 

1660 

3F BUM) 25 5 THEN GtJTCJ 1778 


ru 

1670 

IF HUM CO THEN G05UB 1600:POP iGQl 



0 55 



BO 

1700 

TFXTS-' k OO00 4< 


EZ 

1710 

IF NIIMCIO THEN P=3lGOTO 1748 


YS 

1 770 

IF HUM (llil) THEM P = 2 : GO T O JL74B 


XN 

1730 

P-1 


CE 

1740 

TEXTS CP , 33 =STR$ (HIJM3 


MF 

1750 

(1 “ U5R <30 204 , ADR CTEXT Si , I, J) 


OH 

1760 

P-tlHJ)741 + TJ-3|W16 


E0 

17 70 

SECS tP,P3-€HRS CHUH1 


UK 

178 a 

TEXTS<1,1>=CH«S CNUM1 


US 

1796 

TEXTS C2,23 ^ , e" 


OH 

1800 

Y=1+11:X=I/2+0.5 


UL 

1816 

Cl-IISR E302O4 , ADR CTEKTf 3 , X,V3 


OF 

1020 

GOTO lb 1(5 


IP 

1999 

REM —— SET UP DISPLAY- 


TH 

2006 

DIM TEXTS C 801,DEL $CBO>, SECS tl7B3 , 



OLDSECS 11283 ,HUM131 


ST 

2010 

COLOR 1:F0R r=0 TO 1 


NR 

2620 

PLOT 1, 3 + T!EHflWr0 257,3+T 


UB 

2030 

PLOT 1,18+fIDRAHTO 2 57,16+ T 


KY 

2040 

PLOT 1,9Z+T:DRAHTO 257,3Z+T 


MS 

2056 

PLOT 1,1&7+T:DRAHTO 129,107+T 


MO 

2060 

PLOT i, 179+ T:DRAHTO 129,179+T 


KC 

2070 

NEXT T 


ttR 

7080 

roil T — 1 TO 257 STEP lb 


HD 

Z09O 

PLOT T»19!DftAHtO T,92 


J j 

2100 

HEX ¥ T 


SO 

2110 

FOR T-l to 129 STEP 0 


HG 

2120 

PLOT T,107:DRAMT8 T,179 


JS 

2130 

NEXT T 


DU 

2156 

RESTORE 2000:FDR T=B TO 17 


JM 

2160 

READ X,Y,TEXTS 


UR 

2170 

Q-IISR C 3 0204 , ADR fTEXTS3 , X, Y3 


K H 

2180 

NEXT T 


RS 

2182 

FOR T-l TO 16 £ TEXTS E2, 23 ="e ,p 


MF 

2184 

j 

TEXTS fi,lJ=Ct1FS{T *641 :K_r*4-2 : Y^ 1 


Cl 

2166 

T 

fl-USR 1302 04,ADRCTEXTS 3,X,Y 3 ! NEHT 


FA 

2188 

FOR T = 1 TO 8; TCMTStZ,2J—‘•'C 1 * 


5H 

2190 

TEMT$tl,13=C:HRSET+401:X“65:Y-T+2 


00 

213 Z 

T 

Q = UbR(38204,ADR CTEHTS3,X,V3 :NEXT 


ZU 

2199 

REM - CLEAR SECTORS - 


VG 

2206 

5£CS (13 ="*■' ! SECS C1283 -■*»■« 


TA 

2210 

SFCS 523 -SECS 


AS 

2220 

0LDSECS-SECS 


HD 

2230 

RESTORE 2260 


TH 

2239 

REM -™ I/O M/C CODE - 


UJ 

2240 

FOR T-O T0 3:READ A:POK£ 1536+T,A 



jftFXT 

T 


AT 

2250 

RETURN 


0U 

2260 

DATA 104,76,61,228 


OF 

2299 

REM —^ PRINT MESSAGE - 


DC 

2TBB 

RESTORE 290O+ME55 


Jfi 

2310 

READ X,V,TEXTS 


UF 

2320 

(1 = USR <30704, ADR CTEXTSl ,X,Y1 


AP 

2330 

RETURN 


DU 

2399 

REM DELETE 1 EXT -- 


KI 

2400 

DeL t CiJ-" t+ : DEL ? f80 J - p " 4 *:DELSC2T = 



DELS 



HO 

2 410 

PELS TL, L ♦ 13 =* p ee ,T 



EE 7420 ft-USfltJ^a^flDRfPELSJ.K^) 

AR 2430 RETURN 

KZ 2799 REM —- IHITOIL TCMT - 

Sli 2800 DATA 2 . I . MJJilCrT. U!JgV||A 
Mfl 231W DATA 43,1, SECTOR NUMBER: <2 
GL 2$2q PA T A 42,14,0 l RAD SECTOR 0 

P« 2638 DATA 42,16,0 5ARE SECTOR Q 

LS DATA 42,iU,n EDIT SECTOR 0 

HD JE050 DATA 5.6,14,0 RESTORE 0 

WC 2060 DATA 50,18,0 PRINT SECTOR e 
ED 2065 DATA S*,i8,£jJ PUIT G 
TB 2 870 DATA 6 6,2 , 0 

GX 2675 DATA 66,P 

ME 2060 DATA 66 . 4 , BT»ftiJ4TTTTTM (* 

MM 2flBl DATA 0 

nr 2082 DATA 6 6,6 , 0 

IM 2883 DATA 0 

KT 2004 DATA 6 6,8 , ^EHj1£XI3X1M 0 

KG 2885 DATA b 6 

FY 2096 DATA 66, 11 , |v -TXJQfin 0 

2H 2699 REM - MESSAGES-—— 

TD 29A0 DATA 46,22,SELECT I T 8 6 Q 
S¥ 2901 DATA II I ||| | IMT 
SR 2983 DATA 42,22 r £HTEft SECTOR NUMBER >0 
LS 2904 DATA 42,22 , - HIT A 

WY KE Y 6 

AE 29B5 DATA 42,22,SAVING SECTOR OK? (Y/N 
3 0 

HG 2900 DATA 48,22,RESTORING,0 
KT 2967 DATA 4Z,22 r 5EL£CT BYTE AND PRESS 
FIRE Q 

KP 2988 DATA 3a,22,£NfFR HFW BVTE Oft PRES 
S ESCAPE >0 

02 2909 DATA 42,ZZ,■2ZElllM43:HlVH - HIT A 
NV KEY P 

YW 2918 REH -- PRINTER DUMP - 

HP 2928 TRAP 3200 

KG 2925 LPR1NT " SECTOR NG. pp jS£CT 
AJ 2930 GO5U0 3406 
EL 2940 f OR T=1 TO fi 
FD 2950 FOR C = 1 TO 16 

BY 2960 fi-ASCtSEC5tT»16“16*C,T*16-16*C31 
OK 2970 TEXTS (€*4-3, C*4J- , M*000" 

HR 2980 IF B<10 THEN P“3:G0T0 3010 
KM 2990 IF B<100 THEN P=2;bDT0 3010 
H5 3000 P-1 

0C 3O10 TEXTS (C*4~l + P,C*43=5TRS(O) 

CJ 302O NE KT C 

AW 3630 TEXTS 165 , 653 =:"«■■ 1 

Kfl 3040 LPRIHT Tj +P " ; T t X T S fl, 653 

JH 3650 NEXT T 

AB 3060 GO5U6 3400 

PT JO70 TEXTS til - pp **; TEXT $ f 603 =” ":T£XTS< 
23 =TEXTS 

MB 3080 FOR T=1 TD 16 

SI 30 90 TEXTSCT*4~2,T*4~23=CHRSC64+T} 

3100 NEXT T 

UP 3110 1.PRIHT ■" "j TEXTS 11,643 
TH 3120 GOTO 65 

HE 3700 MES5=9itOSuq 2380;C0TG 260 
GY 3400 TEXTS T13TEXT S fflDJTEXTS < 
23 =TEXTS 

ZV 3410 LPftlttT » TEXTS El , 6S3 
AP 3420 RETURN 
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tested out by Paul Rixon 


ENHANCED POKEY PLAYER 

The Pokey Player music system was first published in 1982 
in the (riow defunct) American publication So ft side. II was 
originally Intended as a simple utility to add Donkey Kong" 
style music to games programs. The editing process wasn't 
exactly easy to use but it was deemed satisfactory for the 
creation oi short songs. Even so, Pokey Player gained enor 
mous popularity with users who just wanted to compose and 
play their own music. 

Since I he initial release the program and documentation 
have been updated several times, culminating in the publica¬ 
tion of Enhanced Pokey Player by Antic Publishing (who, 
sadly, arc also no longer with us), Pokey is, of course, the 
piece of silicon inside your Atari that produces noise (in 
addition to handling serial com ms and keyboard decoding 
hence named alter POrt/KEVboard controller). The aim of 
Pokey Player is to give you full access to the wide variety of 
sounds that Pokey can generate, 

tn order to enter, edit and ‘debug' your potential sonic 
masterpieces you have to use three different programs sup¬ 
plied on the disk the Editor. Compiler and VMerge respec¬ 
tively. Having completed a composition, you can run it hack 


also launch straight into edit mode, which is one of Sher¬ 
lock's most powerful - and potentially dangerous abilities. 
You can modify any sector in hex or ASCII mode, perhaps lo 
try some of those handy game cheats described by Harvey 
Kong Tin (Issue 29), or just lo 'personalise' your software, To 
help you keep track of where you arc on a disk, there’s a Disk 
Map option which graphically reveals the entire contents. 

Tor those who arc confident with assembly language - or 
who want to learn - the disk disassembler will rip apart I he 
hidden secrets of programs ill a Jiffy! Again there are print 
options so you can inspect the results at a leisurely pace. A 
disk scant h is another extremely useful function and here 
again Sherlock doesn't fail to deliver, You can search lor hex 
codes or ASCII character strings and when a match is found, 
you can choose to print, edit or even disassemble the approp¬ 
riate sector, 

All 1 can say Is that If you use a disk drive and you don't 
have a suite of utilities similar to those offered by Sherlock 
1050, It could be time lu make amends! 

SHKRL0CK 1050 is available from 
Gralin International on disk only at £5 


SHERLOCK 1050 

Sherlock ]<)r?C3 Is basically the disk user's equivalent of the 
DfY enthusiast's toolbox. It’s a disk utility program with 
numerous facilities lo examine, modify, search and generally 
diddle with the contents of your floppies. 

The program is menu driven and therefore quite simple lo 
use. though it's recommended that you Lake some, time to 
study the documentation before experimenting with your 
disk collection. In any ease, you should always make a 
back-up of any disk you’re about Lo explore, (o avoid any 
embarrassing mishaps! Coincidentally, Sherlock incorporates 
an Intelligent 1 disk copying function, its speciality being to 
read as many sectors in each pass as the memory space will 
allow. A format utility is supplied lo prepare disks for use 
with the copy routine this is faster than the normal DOS 
format, since ft doesn't need to prepare the DOS sectors and 
disk directory areas [as these arc copied over anyway). 

One of the main options Is a sector dump. This asks you to 
enter (he sector number (in hexadecimal! that you want to 
view. The ASCII and hex representation is duly displayed, 
and yuu can skip onto the next ur previous sectors or dump 
the current information to your printer. From here you can 


through the Pokey Player, another separate module of the 
system. The Editor lets you enter notes using the joystick for 
each of three possible voices’ in your music source flic. You 
can insert, delete and replace notes as required, finally sav¬ 
ing the whole lot to disk. The next stage involves compiling 
each voice into the compacted format expected by (he Player 
- typically tine byte per note. Tills also highlights any proh 
terns, such as noles out of range. Once you have three 
compiled lilcs, you must run VMerge to produce the final 
playable output file. If all this seems rather a rigmarole - it is! 
Still, with some careful planning the results can be worthy of 
the effort. 

The documentation Is (necessarily) extensive and is divided 
into eight sections covering everything you could conceivably 
need to know about composing music with your Atari from 
the theory of electronic music to programming hints on how 
to merge tunes with your own Basic code. Ah with most of 
Ai]tic’s disks, you ran view or print this information. 

Enhanced Pokey Player feels a bit aged by modern day 
standards but it well deserves Its place in computer history. 
Treat it as an adventure and you won’t go wrung! 

ENHANCED POKEY PLAYER is available from 
Gralin Intern motional on disk only at £5 


New Atori Uier - Isiirfr 57 







XL/XE U T III T Y ... 

VAREDIT 


Ever been stuck with a 
program that you have lost 
track of because your 
variables don't make sense? 
Richard Lewis has a utility 
that allows you to change 
variables after your program 
has been written 


W hile writing programs in Basir I have often found that 
1 wanted to change the name of a variable. I would 
have variables like V, X or SiB and I wanted them to 
have a more meaningful name. Also I try to Standardise the 
names of variables, eg. not have CUR_VAK. VARI_TYP. VARI¬ 
ABLES but instead have CUR VAR, VAR_TVPE. VAK$ I de^ 
cided to write a program that would allow me to change the 
name of variables, 

My first attempts involved altering the variable names while 
the program was loaded but this proved very iricky to do. If the 
new name had Lhe same number of characters [hen it was 
easy but If the name was to be shortened or lengthened then 
problems started. I also had to find space to put the ende. the 
Basic part arid the machine rode routines. 

J eventually wrote a separate program that would allow me to 
edit the variable names of a saved program. Since space was 
not going to be cramped I was able to put In a lot of features. 
About the only feature I did not put in was a Search and 
Replace function which T left out because if used incorrectly It 
could cause untold damage to a program. 


SOME BACKGROUND 

Before gelling down to typing ira and using the program some 
background information will help to understand just what the 
program has to do and how to use It, First we will look at how 
Atari Basie stores programs with the in format ion found In two 
highly recommened bonks He Re Atari and Mapping I be 
Atari, Then we will look a I the differences In Turbo Basie which 
I found out while writing this program. Finally I will show how 
Lo use the program and how Lo it works. 


ATARI BASIC 

Atari Basie has only three types of variables: Numerics, 

Arrays and Strings. 

A saved Basic program consists of four parts. The first part 
consists of seven memory pointers. The second is the variable 
name table which Is a list of Lhe names of all the variables. The 
third is the variable value table which records what iype each 
variable is and it’s dimensioned size. The variable number is 
also stored here - each variable has a different number starting 
at zero lor the first variable. The last part 1s the statement 
table, this ts the actual program stored in to'kenised form. 
When the program is loaded and run two extra tables are 
added- There is the string and array table which contains the 
characters In all the strings and the values in the arrays.. 
Finally there Is the runtime stack. When Lhe program executes 
a GOSUB. the current position in the program is stored in the 
runtime stack, so that the program can return there when the 
RETURN ts executed: the same goes for FOR NEXT loops. 

The seven pointers are stored in memory locations 128 to 14 I 
along with two extra pointers In locations 142 to 145. These 
pointers point to where each of the tables begins. 

Memory Location Pointer 

128.128 Start of memory' used by Baste 

130,1 31 Start of vari able name table 

132,133 End of variable name table + 1 

134,135 Start of variable value table 

136,137 Start of statement table 

138,139 Current statement in statement table 

140.14 I Start of string and array table 

142.143 Start of runtime slack 

] 44. ] 45 End of memory used by Basie 

You can use these pointers to look at the tables; load a 
program and type this command: 

In Turbo Basie 

BPUT #0, DPEEK[130), DPEEK(132H)PEEK{130)-1 

if you are using Atari Basie type 

Y=PEEK[ 1301+25G*PEE K( J 31 ]: FO R X=Y TO 

PEEKE 1321+2 56*PEEK( 133)-Y-11 BUTKO. PEEK(X):: N X) 

and you will see the names of alt the variables. The last 
character of each name is in inverse video. 

The variable value table contains eight bytes for each vari¬ 
able. The first byte is the type byte which indicates what type 
nf variable It is, the second is the variable number and (he last 
six bytes are the value or dimension of the variable. 

If (he* variable is a numeric then the type byte is zero and lhe. 
six bytes are (he value of (he numeric in Binary' Coded Decimal 
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format. 

If the variable is an array then Ihr type is G5 if the array has 
been dimensioned or 64 if the array has not been dimensioned. 
Of the six bytes. the first two point in where the array values 
are stored in the string and array table, the second two bytes 
are the first dimension of the array and the last two are the 
second dimension of the array if ii is two dimensionaL 

If the variable is a siring then the type is 1 29 if the string has 
been dimensioned or 126 if the string has not been dimen¬ 
sioned , Of the six bytes, the first twn point to where the siring 
characters are stored in the string and array table, the second 
two bytes is Iho length of the string and the last two are the 
dimensioned length, 


TURBO BASIC 

To he compatible with Atari Basic Turbo Basic stores its 
programs In the same way using the samr pointers and tables. 
Turbo Basic has three additional lypes of variables: Prnre 
dtires. line Label and Unassigned. The names of these addi¬ 
tional variables are stored In I be variable name table with the 
other variables but they have different entries In the variable 
value table. 

[f the variable Is a procedure then the type is 193, Of l he six 
bytes, the first lwo point to where the procedure starts in the 
statement table. This is a memory location not a line number. 
Using memory locations is faster than using line numbers, e.g. 
if you have a line with GPSUB 600 then the program will look 
for line 800 by starting at the beginning of (he program and 
going i hrough each line number until it linds line 800. while 
an EXEC procedure will go straight to the position in (he 
statement table to get the line. 

If the variable is a label then the type is 194, Of the six bytes, 
the first Iwo point to where the label is iri the statement table 
which is also a memory location. 

If there is a line In the program executing a procedure that 
does riot exist or going to a line label that does not exist then 
that procedure or label is unasslgned. If you enter the DUMP 
command then the name appears with an ? e,g, 

DUMP 

3NIT PROC 1930 
SAVE_ERK # 1890 
UN ASSIGN ? 

You cannot have a line label and procedure with the same 
name, If you do tiy, then the second variable will overwrite the 
first. However you can have a numeric and a label/proircriurc 
with the same name. 


Program overleaf 


The program which is going to have its variable table edited has 
lo be saved on a disk and the disk should have as much free 
space as the size ol ihe program to be edited. This is because 
the program is read in, ediled, the altered version is saved onto ! 
the disk and then the old version is deleted- The disk should not 
have a tile called TTTTTTTT.TTT. 

Run the VAREDIT program and enter the file name of the 
program to be edited. You are then presented with the firsl 
variable, number 2 ero. You can now change the variable names. 
To change the name just type in the new name and press enter, 
There are several commands to help you find the variables to 
be changed. 

+n advances you the number n variables (e.g. +6, +20 or 
+999) 

goes back one variable 
-n goes back n variables 

finds a variable name, Enter the full name of the 
variable when asked and if there is such a variable you 
will be taken to it. The search starts from the next 
variable 

*S searches for a string of letters. Enter the string and you 
will be taken to the next variable whose name contains 
the string if there is one. The search starts from the 
next variable 

*R repeat last command, This repeats the last command 
that was no! a name change, This is lo be used with 
'S when you wish to change several variables, Use *S 
to search for the first occurrence ol the string, change 
it, H necessary, then use to find the next occurrence 
*M show memory usage. This shows the free memory, by 
how much the total length of the variable table has 
changed and the number ol free sectors that will be left 
when the new version has been saved to disk 
*LN list only numerics, Only numeric variables will be dis¬ 
played and searched for. Also the very first and last 
variables will be displayed regardless ol what type of 
variable is to be listed. The border colour will change 
to indicate that you are in list mode 
*LA list only arrays 
*LS list only strings 
*LP list only procedures 
*LL list only labels 
*LU list only unassigned 
*L list all lypes 

*X exit the program and save the the changes to the 
variable table 

*Q quit the program and do not save the changes 

You can set the names, of two variables which are the same 
type to be the same. When you load the program to run it, Basic 
will still treat 1 hem as different variables even though you will not 
be able lo tell them apart during a listing. It you ihen LIST the 
program to a disk file then ENTER it then both variables will 
become one variable. 

You can rename a numeric variable to something entirely diffe¬ 
rent. For example rename XUR_LEN ri to , 'CUR_END_POS - 
CURJ5TART POS + %r. Then when you LIST and ENTER the 
program lhat variable will no longer be there but replaced by the 
expression. You have to remove any lines thal contained GUR- 
_LEN= to something else- 

You should always have a copy of the program you are going 
to change until you are used to how it works, You can cause 
a lot of damage to a program if you set two variables to the same 
name 
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eh i he m wmtmtmmmmmmimmmwttmttmm am 

YB 2 HLM ft VAREDIT U 

Mb 3 HEH n by t| 

UZ 4 HEM h Richard Lewis tr 

HK & HEM tt in Turbo Basic ij 

HO 6 HEN tt —----- a 

LL 7 DEM tt HE H ATARI USE R “ HUG 1772 tt 

fe b hem ummm mmmmmmmmtmtmmmmmu m 
ay it) hem 

vr 20 tKtc init:exec main:ekec termjfhd 

HY 30 --------- 

HO 40 PHtfC MAIN 

HO SO do !CUfl_START_P05=VAft_pT(CUR-VAftS 

5 C0ft_END_P05-UflR-PT tCUft-MAR+XI)~X1: CUR 
-LE*i=CUfi.. EffD_PO 5 “CUR-STAR T_PO 5+X1 
BC 60 EXEC FIND-TYPE 3 EXEC DI5PL &Y_NAM 

E ; EXEC SFT^DEF 

BG 70 7 CUH^VftR;3IF CUR-MARrXO Oft CUR 

_VAR-HAX .VAR : INPUT “ = ■* t LINE $ i ELSE tin 
PUT " ( LINE5 iENOlF 
KI SO IF LlNE£ = ,,r ’ THEN 1. lHE$ = "-+» 

XU 70 IF L INE$ —WR" AND DL D „l. I HE 5 <> " M 

THEN REP_FLftG = Ki ; LINE$ = Ol. D-LINES 
2C TOO CHS -L I HE $ CXJ., Xl) 

UH 110 IF CH$-"‘ + “ Oft CHS = ,r -* f DR CH$» ia 

JP *20 IF LEN(LINE??>X1 i L INK Z*r LINE 

$CX2,LENCL INES)I :£ HZ*-LIME2SCXA,X1) : EL 

SE .LINE2S....E NDIF 

RE 13U IF CH$ = ,, + " THEN LET DIRECTIO 

NTX13EKEC MOVE 

p * IF CHS="-" THEN LET DIRECTIO 

«C = -Xl!EXEC MOVE 

BE 15# IF CHS:***" 1 : IF CHZS = M X" UR PH 

2$ = >f H" THEN EXIT 

c f 160 IF CH2S=+ fc S"' THEN EXEC SEAR 

CH-LETTFR 

NB 170 IF CMZS^'F” THEN EKLC FIND 


ART-P05, CUR_ENO_i>OS-Xl> i 
HI 420 7 CHRS (ASC 1MAR$ CGIJR_£lf£L,P0S) )+12 

fl); ++ - " ; VBR-TYPE5T CUAR-T YPEWZ4 *TYPE_DI 
M*12 - 2 3,UAR_TYPE#24+TYPE-DIM*12 12) 

VS 4 30 ENDPROC 


M B 170 IF CH2S = "F** THEN EMEC FIND 

-.NAME 

Q * i6B IF CH2£ = il M" THEN EMEC MEMO 

HY 

fl B ISO IF CH2$=“L" THEN EXE ft LIST 

™T YPE 

nJ 200 END IF 

CT 2*6 OlD_LIME£^LINF5;REP_FLAG“X0 

RJ 22# ELSE 3 IF NOT RFP-FLAG THEN EXE 

C CHANGE NAME 
RR 230 ENDIF 

ZH 240 IF CUR-UAR<XB THEN CUR_UAR=XB 

NJ 2S0 IF CUft„MAR>HAX_VAR THEN CUR-UA 

R~HAX_UAB 
CZ 200 LOOP 
VY 270 t.HDPROC 

PF Zfl& ---—-- 

FB 29# PR0C FIND—TYPE:mar_type~xi 
CM 300 do !IF PEEK CV AL Ub —ADR +CUR—UAft*Bj 
-MAR_T YPECMAH —TYPE) OR VAR_TYi>E>b IMF H 
TYPE_DIM=X0 3 EXIT 

MR 310 TF PEEK I VALUE_ftDft + CUR_V A*w0)=M 

AR_TYPEtVAR_TYPE ,U) THEN TYPE_&lM=X1! 
EMIT 

FB 32# VOR._T YPE-UAR_TYPE + XI 

CLF 330 LOOP 
VT 340 ENbPROC 

R4 350 —--—------- 

OR 360 PROC SET—DEF:POKE 674 *XO3 POKE 702, 
64:POKE 710,X0:PDKE 7O9,10rP0KE 82,Kfl: 
PONE 53,37;FMDPROC 

PE 370 ---------- 

JN ISO PROC GET...REPLY i REPEAT ; GE T REPLY : U 
NTIL REPLY-NlH OR REPL Y = Y Y : PU T REPLY;? 

:ENDPROC 

PI 370 — “----■---- 

GX 400 PROC DISPLAY-NAME:? CUR— MAR;:IF CU 
R^MAft-XO UH CUR_MAfl=MAX—VflH : ? *■= ■ ■ j ;EL 
St ; ? " i ;ENDlF 

ZK 410 IF CUR_LEH>Xl THEN ? UAHS(CUR_ST 


YM 450 PftUC CHANGE-NAME 

EP 460 LET NE'H_L E N-LL N (LlHL$) ! LET *i£k_E 
N D—POS~C UR_S T A ftT_PO 5 +NEH_L E N■XI3 DIF_LE 
N NEH-LEM CUR-LENS REPL Y- YY:UALID = X1 
AA 470 TF NEH_LEM = X1 AND COOP — TYPE-XI D 
R MA R_TYPE = X2) THEN UALI6 = X0 
IF 4fl0 FOR STR_PT = X1 TO ME H—LEN;CHAR“A 6 
C fLINE f CSTH—PT) ) 3 IF CHAR>127 THEN LINE 
S C5TH-PT, STR_PT)=CHRS tCM6fi + 12B) 

ZlR 490 IF VALID 

0 Y 500 IF ST ft^P T ^Xl 3 IF CHAR<65 OR C 

HAR>70 THEN VALIU-Xu 
GP 510 ELSE 

UK 52# IF STR-PT <NEH_LEN: IF CCtlAR 

<65 OR CttftR>70) AND ECHAR<40 Oft CHAP>5 
7) AND CH Aft 0 75 THEN UflLIb-iXO 
FX 530 EL5E 

€5 540 IF VAR_TYPE-R2 : IF CHARO 

40 THEN UALIP-XO 
Kb 550 ELSE 

PX 560 IF MAR_TYPE-X3:TF CHAR 

O36 THEN UALID-X0 

NL 570 ELSE )IF (CHAR<G5 OR C 

MAR>70) AND CCHAR<40 OR CHAR>57) AND C 
H Aft <> 9£ THEN UftLlD-X# 

RK 589 ENDIF 

DU S 90 ENDIF 

UJ 60Q ENDIF 

OP 610 ENDIF 

RT 620 ENDIF 

PZ 630 NEXT 5TR_PT 

ID 640 IF NOT VALID!? "The variable ndM 
e is not a valid nane. Do you want to 
change the nane to this naMt* tY/N) **} 

DT 650 EXEC GET^REPLY 

YB 666 ENDIF 

YI 670 IF RFPLY=YY 

FM 608 IF DIF—L.EN < >X0 THEN FOR HEH_UA 

ft-CLtR UAR + X| TO MAX-MAR + Xl ! MAR_PT (NEH_ 
VAR1= VAR—PT 4HEH—UftftJ + DIF—LEN!NEXT NEH_ 
UAR 

SS 690 IF »IF_LE«>X0 THEN "MOUE M A R_ A 

DR+CUfl_END_POS,UAH_6bR4NEM_ENb_P0S,LLN 
—VAft CUR—LNO PtiS 

PW 70O IF DIF —LEN <XR THEN MOVE VAR AD 

ft + CUR — E ND—P05 , MAR—A&ll + NEH—E ND-P05 , LEN— 
U Aft-CUR—END_.P05 

WO 710 LE N_.Uftft-LEN—VAft + DlF—LE H 3 MAR 5 CC 

UR_5TflRT_P05,NEW t NO ftDS)-LlHtS 
NK 720 MAR^CNEH-END-POS,HEH-END-POSJt 

CHRS t ASC U. INFS CMEM-LEN) 1 +120) 3 LINEZS = r ' 
i 1 * i LET 0IHECTION-X1 ! EXEC HOME 
XH 730 ENDIF 
MX 740 fcNDPRUC 


HG 760 PROC MOVE 

JH 770 IT LINE 2£- ,MI i CUR. .M AR-CUR—M AR + D IR 
ECTION 

HIP 700 ELSE 3 TRAP tfHOME—ERR E X-MAL CLINE2 
S’ J E CUR_MAR = CUn_MAR + DIftECTION«H 
LT 790 It MOME-ERR ! TRAP HG.lHflP 

XR 0OO ENDIF 

JC 810 IF LIST-TYPE 

ZJ 8Zfl DO T EXEC FIND—TYPE £ IF VAR-TYPE 

=LIST_TYPE THEN EMIT 

KM 030 IF DIRECTION —XI AND LU ft.. MAR) 

-MAX-MAR THEN EXIT 

DC 640 IF DIRECTI0M=-X1 AND CUR-VAR 

<=X0 THEN EXIT 

YS 650 CUR_UAR=CUH_UAH+DIRECTIOM 

TM 960 LOOP 
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aeo endprcc 


9«8 PPOC SEflfiCH LElTEBSir MOT RFP HAG 
THE I* EXEC SET-DEF:INPUT Latte 

rs t( ; SEARCH? 

91# IF STARCH?<> ,,m :SEAkCH_P0S-CUR3 « 
D_POS:SLAftCH_LEM-LEN(SEARCH?3 :ULb-UAR- 
CUH.VAP 

9 74* 00 !LET MEH_P0 9-UIM'i IR CUAR? £7.1 

, U*B_ PT CMfl«_UAR * X13 1 , SEARCH? , ’iF flftCH_PO 
53:IF NEH^POS-XO THEM t Uft. _U ft ft-0LD_U A R : 
EXIT 

930 luh. .yftk-J<0 i UP_VAH=MAX_ujkJ>+xi 

946 whil e: up_uaw-1.oi*UUAR>x± : let 

NEH_UAR=IHT ( (IIP ,UAN+L0K3AftS *0 - SI 
950 REM ? L0fcLUAft,«tW-UAfl,UP-U 

AR 

960 IF UAR3T CNfc W_UAR3 <-NEH_P0 

5 : l dH_ UfiP = HEN_UAR 

970 ELSE : fciP._Vfi H - Rt W..U Aft 

960 ENPTF 

990 HEMP 

lOOO IF UAfl_PTCUP-UAR3?=NF«-P05 + 

SEftftCH_LEN : CUR-VAR^LOhL-UOR i IF HOT LIST 
~TYPE THEM EXIT 

1*10 EKEC F IND._T YPE i IF UAR_TYP 

C-LIST_TYPE THEN EXIT 

4.020 EMDIF 

1010 SEAftCH—P0S —NEH_PO 5 

1040 LOOP 

1650 EHDIF 

lObO EHDPROC 

107O--’-—- 

1080 P RuC FIND-NAME 

1090 IF NOT PEP_FLAG E EKEC SET.DFF;JN 
PUT "Find Word "^SEARCH? 

1100 IF SEARCH? O THEN SEARCH-Lt 

N = LEW (SEARCH?) ;S£AftCH?£SEARCH-LEN , 5EAR 
CH—LEU) = CHR? CASC fSEARCH? C3EARCH-LEH3 4 + 
1201 

1110 ENDIF 

1120 IF SEARCHSO ,,M : 5E ARCH-POS-CUR3 
ND-POS i OLD—OAR—CUN_UAR 
1130 00 

1140 IF SEAflCH? = UAfi? (UAR^PT CCIIR™ 

UAH),WflR_PT(CUR-OAR + XD XD 

1150 IF HOT LIST_TYPEiEXIT 

1160 ELSE ; Exec FIND-TYPE:IF U 

A«_TYPE=LIST_TVPE THEN EXIT 

1170 ENOIF 

1100 ENDTF 

1190 CUR_UAR=CUH_VAR+X1;IF CUR-0 

AP> MAX AlfiR THEM CUR_yflR~OLI).,UflR:EWf 
1200 LOOP 

1210 £ NDlF 

1220 ENDPROC 

1230 ———-■— ---—— 

1240 PROC MEMORY:9 i7 MEMflftY“UAR_PTEMA 

X^UAP+Xll ;* + bytes free : DIF_LEN=1&.N 

_0AR-QLD,AEN_0ARi1F dif_len>ko then ? 


1250 7 frlF-LEMi” bytes 

LEN-FILE-.LEN; 111 sectors":? 

1200 EHOPROD 


:_FREE- 


1270 --“““■— -—-- — 

1280 PfiOC L1ST_TYPE:IF LINE2?="L" THEN 
POKE 712,K0:LET LIST_TYPE=X0 
1290 IF LINE2? = ,P LN" THEN POKE 712,1* 
;LET LIST-TYPE=X1 

1300 IF LINE2i-"LA H+ THEM POKE 712,40 
! LET LIST-TYPE-XZ 

1110 IF LIHE2S="LS" THEM POKE 712 30 
3 LET LI5T_fYPE=K3 

1320 IF LINE2$ = **LU" THEN POKE 742,12 
0:t_£ T LIST—TYPE —4 

1330 IF LI HE 2 5 ^ ff LP" > THEN POKE 7l2>iG 


712 30 


HX 1430 


TM 1440 


712,12 


THEN POKE 712>16 


0;LC T LI5T_TYPCn5 

Yft 1340 IF LINEZ$- ,I LL** THEN POKE 712,22 
4!LE T LIST_TYPE-6 

AE 1350 IT UOR_TYPE<>LIST-TYPE THEN LET 
D IttECT I0N-X1: L INE2?- '*0 PI ' EXEC MOVE 
ZA 13GG ENDP ROC 

YD 1370 -----”-“-- 

[> K 1300 PROC LOAD 

NC 1390 DO : TRAP ODISK—ERR;CLOSE : INPUT 
"File HdMe ";sources 

PD 1400 IF NOT INSTR(SOURCES"3 THE 

rn LINE? — tp D :":LINE? (X3J ^SOURCE? ; SOURCES 
-LIHE? 

CK 1410 LEN-PATH-LEN(SOURCE?! 

GG 1420 DO JCH? = S0U»CE$(LE*L.PATH,LEX- 

PATH! tIF GH? = "V' OR CH?="<" OR CK?-‘*>" 
OR CH$ = ":" T HE H EMIT 

HX 1430 LEH-PATX-LEN_PATH-X1;IF LEH 

_PATH<^K0 THEN EXIT 
TM 1440 LOOP 

HM 1450 DtSTS=S0URCE$;O(iSl?CLEN PATM + 

Jill ^'TTTTTTTT ■ T TT" 

SE 1460 CL OSE : OPEN NX 2 3 30 , SOURCE ? : 

INPUT BKZfLlHES 

AE 147W IF LINE® C14 , 147 O M 0 H E FILE—LEN 

-VAL CLINE S f(b, 175 3 

CX 146fl SOURCE?(LEN PATH*X13=LINE?t 

X3,103 

KM 1490 FOR STR_PT=L€M£S0U(»CE$3 TO 

LEtt(SDURCE?3 - 8 STEP -XllIF SOURCE? CSTR 
3T,STR_FT) •* THEN SOURCE? €STR_PTJ -** 

II 

EZ 1506 NEXT STR-PT 

GO 151B IF LINE? £11,113 <>" " 

OF 1 520 SOIJPCE?£LEM £SOU»CE$3+K15 = 

"."!SOUftCES CLEN CSOURC£?J +K13-LINE? £11, 
133 

frfj 1530 FOR St*_PT = LE«tSOURCC?l T 

0 LEN (SOURCE?!-8 STEP -K1;IF SOURCESCS 
Tfl-PT ,STR_PT3 =*' “ THEN SOURCE? (S T(I_P T3 

YH 1540 NEXT 5TR_Pt 

00 1550 EHDIF 

RL 1560 REPEAT :INPUT »X2jLINE 5tUNT 

tL LINE? £l* r 143 ='*0" 

OY 1570 EXEC SET—DEF:REPLY-¥Y:FIL E_ 

FRtE-LEN-UAL CLIXf ? 3 

JC 15BO IF FILE—FREE—LEN <F ILE_L EH'Nl 

,li? "Tbe file ■■; SOURCE?} 11 uses "3ILE 
_LEN; *“ sector?" 

IN 1590 ? "but tliere are only 11 JF 

ILE^FfltE—LEN?" sectors on tb* 11 :? "dish 

r 1 1 

EZ 1600 ? “Oo you Still wish to # 

dit the variables (Y7N5 ?";:EXEC GET_R 
EPLY 

UR 1610 ENDIF 

do 1620 IF reply=yy:? :? "Loading " 

; source? ■ *■ variab i es" : close kk2 : OPEN » 
XZ* 430, SOURCE? 

SO 1650 FOW PROG~PT = X0 TO 6 X GET IS 

XZ,8,Y:PRO G_P TCPROG-PTJ =X + 25**Y:NEXT P 
HOG—PT 

IU 1640 LEN—UAH-PROG—PT C^UJ^PR0G_ 

PT CK13 :LEN-PR06=PR0G—PT C63-24 2 i LEN UAL 
HE—PROG—PT(41-PROG-PT£X31 
FX 1650 LEN_STATMENT=LE«_PR0G-LEN 

_UAR-LEN_UALUE-±4:OLD_LEH-UAft-LEN_UAft 
OX 1660 SGET 0X2,UAB.fl&R,L t N.UAS1 

6GET HX23AL UE-AOR, LEN-UALUE 
OX 1670 UAH-Pf(X0>=X1iCUR-VAR-XB: 

5TR_PT-^0 

U6 1680 REPEAT ;IF PEEK CUAR—ADR+S 

TP„PT3>127 THEN WAR_PTCCUR-UAR+X1J=STH 
_PT + X2 : CUH_VAR = CtlN_WAR + Xl 

continued ^ 


UB 1680 
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VAREDIT 

PROGRAM STRUCTURE 


VAREDIT 


tin 1690 

MR 1766 
Nt> i7lfl 

H-5^0 : EKIT 
UH 1720 
1730 


5TH_F>T=4rfr_PT+Kl 
OHIIL 5 TR_PT)-L)f N._UflR 

mx_uft«-cuR_uaft 74 i ouH_yo 

E HD IF 

a &i^(£_err:? M OisM Error **i 


ERR; 11 on line "iEfti 
1740 ENDIF 

ft! 1750 Loop 

LT iJ6(J TRAP HQ_ fHAP i t Hfc'C HEMOR Y 
ZL 1770 L HDPfiuC 

YO 17O0 ------,--- 

YY 1790 PftOO SAME ! TRAP »9AME_E RRi7 “5avin 
9 vari db l P5" ; DIF_LEN=LEN__MAR G|.|>_LEH_M 
OR 

YE 1900 FOR Pft0G_PT-K2 TO 6:PROG_PTtPRO 
g^PTJ-PHOt, PTfPROt. PTJ+DIF_LEN;NEKT PR 


60 1310 OPEN H7.4,, 0 F X0, DEST$ : FOR PROMPT 
~y.O ?□ 6: PUT 8*1 PROC-PT tP»Ofi_PTJ Hdft 
2S6,PROG—PT<PnOG.JRT) RIM 2561 NEXT PROG 
_PT 

RJ 1S20 BPUT tty. I t UAR_ADft, LEN_MAR : flPUT It 
Kk f UALUE_A4>R; l.EM_MftLUF 
LH 1330 RO 

Yft 1340 IF LEN— 4 TATMFHT> Ht.MORY;BGET « 

X2,UAR_ADR J MEMORY;0PUT YtV. 1 , VAF?_ Al>H , Ml M 
ORYiLEN.5TATMtNT=LEN_STATMENT MEHORV 
KP l®50 EL5E SB GET ttK 2 , M AR._ AO ft t L EH_S T 

athewt : bpu r ski, mar . arr „ lem_statpifht : e 

KIT 

UA 1360 END!F 

BB 1370 I.OOP 

*Y 1600 C 109 E 3 DELETE SOURCE* rSEST$ CLEN 

fOESTi? +K 1 T = M , + *i DE 9 T$ ILEh C 0 E 9 T$J +K 1 J “5 
OtlffCE 9 CLEM—.P ATH + Kll I RENAME RESTStGOS s 
AU f_ 0 K 


IL 10 90 tt SAME^ERR:CLOSE f? "Save Error 

11 ; err fon line "jeih. 

DB 1900 8 SAME_0KSTRAP N0_TR4P 

YM 1910 ENDP ROC 

YR 1920 ------—,- 

F« 1930 PROC 3 NIT SPOKE 55 9 , /,Q ; GRAPHI CS KO 
3EHEC 5ET — &EF S POKE 7J,2,K0;P0KE 559,34, 
HI 1940 DIM SOURCES(04?,DE5TSt&4) f LINES 
1120) ,LINE?£{119) „CHS(K1),CHIS CXI),Ol D 
...I TNES £120) , SEAttCHS £1205 , MAR_T VPES £109 
> 

ZN 19S0 01(1 PftgH„PTC3I,OAR_PT£256),MALR 

ES £2048),UAR^TYPE17,Z±3 
CM i960 HE MORY-FRE CKO) -700;DIM MARS CMtH 
ORYI SOARS £MEMORYJ- + * “; M ALOE 5 CZB4S3 ±« 

OL 1978 READ NO_TRfiP,NN,YY 
CR 1900 FOR H ~r.B TO 6 : FOR Y-X6 TO KisRE 
AD 2:MAR_TYPEEH,Y)=Z:NFHT YlNEMT H 
01 *990 REAR MAR-TYPESsREAD LINES :WAR__T 
VPES£97)^LINES 

BU 2000 MA«_flDR-ADR tMARSl : y ALLJt . ADP-RDR 

[VALUES) 

KB 2010 EHEC LOAP 
YJ 2023 EHDPRQC 

HH 2030 ------™ 

MB 2040 PROC TERM £ POKE 712,KOiIF L1NFS^"* 
X" THEN EHtTC 5AME 
YS 2050 ERfPPROC 

MV 2460 —---—-■ _ .---- 

WO 2070 DATA 40600,7B,B9 

NP 2030 DATA O,0,&,O,65,64,129, 120,* 92,19 


2,193,193,194,194 

HE 209O OflTA nuMtrif nutter 1 c arra 

M array itndin string string 

undiHunass * good una?signed 
WE 2100 DATA procedure procedure labe 
l label 7 7 779? 




PROCEDURES 


The program consists of the Initialisation procedure, the Main 
procedure and then the Termination procedure. 


MAIN 

This procedure in a loop wilh (he user entering a command 
each eyrie, CURVAR is the number of the variable being dis¬ 
played. Line £0 deals with the user Just pressing return. Line 90 
deals with "*K" by using (he old command and selling a flag. 
Lines 240 lo 250 deal with moving beyond the limits of the 
number of variables, 

FINDTYPE 

Finds She type of variable 1 and whether the variable has been 
dimensioned. 

SET DEF 

Sets all the default pokes. 

GET REPLY 

Gets a Y Or N answer, 

DISPLAYNAWIE 

Displays the name and type of a variable. 

CHANGE_NAME 

Uses I he name entered by (he user to change the current 
variable name. Line 4GQ sets (he flags. Lines 470 to 630 validate 
the new name, 11 the name' is not valid then the flag VAU1> is set 
to zero Also inverse video characters are converted to normal 
video. Lines 640 lo 660 deals with a invalid name by asking II 
the name is to be accepted. Lines 660 lo 720 alters the variable 
table. Line 720 also moves to (he next variable. 

MOVE 

Lines / 70 to HOO deal with moving forward a or backwards. 

Lines 810 lo 670 deal with only listing particular types. 

SEARCH LETTER 

This procedure searches for a string of Letters. If the command 
is not being repeated Line yOO gels the siring to be searched lor. 
Lines y20 lo 1040 search for the siring. Line 020 searches Ibi 
string in the variable string. 

Lines 930 to 000 find which valiable the found siring belongs 
lo. It is a binary Iree search. Line 950 will print the lower limit, 
middle and upper limit. Lines 1000 iti 1020 check the siring, 
lirst lo see that it does no! lie across two names unci that It Is of 
the correct type. Une 1030 continues Ibe search il the siring 
was wrong, 

FINDNAME 

Searches Ibe variable names for a particular name. Lines IG9Q 
lo II 10 get the searched for word if the command has not been 
repeated, Lines 1130 lo 1200 searches for the word. 

MEMORY 

Displays I he free memory. 

LISTTYPE 

Sets Ihe list type flag. Line 1340 will advance to the next 
variable of the correct type. Setting UN62$ to "0" will cause no 
advance if the current variable is of the correct type. 
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LOAD 

This procedure loads the variable and value table from the 
source file. Line 1400 adds a drive to the file name if necessary. 
Lliies 1410 to 1440 find 5 what part of the file name Is the path 
and what is filename (so the VAREDIT ran deal with any DOS1. 
Line 1450 sets up the destination file name on the save drive 
and path as the source file. Lines 1460 to 1470 check to see If 
the source file exists. Lines 1480 to 1550 deal with wildcards (* 
or ?) In the filename. Lines 1500 to 1570 find how r much free 
space there is on the disk. Lines 1580 to 1610 warn the user if 
there Is a risk of running short of space. 

Lines 1620 lo 3 720 load the variable tables. Lines 1670 to 
1700 find where each variable name starts in the string of 
variable names. 

SAVE 

Saves the altered variables and copies the rest of the program. 
Liiiie 1800 updates the program pointers. Lines 1810 to 1820 
saves the variable tables. Lines 3830 to 1870 copies the rest of 
the program. Line 1870 deletes the source file and renames 
altered file, 

INITIALISATION 

Sets tip the strings, arrays and constants and then loads the 
variables. 

TERMINATION 

Saves the program If necessary. 


VARIABLES 


VARIABLE NUMERICS 

CUR VAR the number of the current .variable, that is the 
one being displayed and edited 
CUR START POS the si art position or the current variable 
in VARS 

CUR_END POS - the end position of the current variable In 
VARS 

CUR_LEN - the length of the name of the current variable 
VAR TYPE - the type of the current variable 
DIM TYPE - whether the rurrent variable has been dimen 
sioned 

NEW VAR the number of the new variable 
NEW END_POS - the new end position of the current 
variable 

NEW LEN t he length of the new name of the current 
variable 

OLD VAR ■ the old rurrcnl variable number 
LOW VAR the lower variable number In the binary sort 
UP VAR the upper variable number in the binary sort 
SEARCH LEN - the length of SEARCI1$ 

LIST TYPE the type of variable to be listed by the ’L 
command 

DIF_LEN - a difference in length 
SEARCH POS - the position In VAR$ to stari a search 
STR PT - a pointer to a position in a string 
CHAR ■ (he ASC value of a character In a siring 
LEN PATH - the position in SOURCES where the filename 
starts 

FILE_LEN - the size of the file to be edited in sectors 
FILE_FREE_LEN - the number of free sectors on the disk for 
the new file 

LEN_VAR - the length of the variable name table 


OLD_LEN_VAR - the original length of the variable name 
table 

LEN VAL - length of the variable value table 

LEN .STATEMENT - the length of the statement table 

PROG PT pointer to PROG_PT( 

X n Y t Z general counters 

REPLY the response the user makes Lo a yes no question 
DIRECTION - the direction of a move command 


PARAMETERS 

MAX VAR - the highest variable number 

MEMORY - the size of VARS, that is the memory available 

VAR_ADR - the address of VAK5 

VALUE ADR - ihe address of VALUES 


CONSTANT NUMERICS 

NN - ASC "FT 
YY - A5C T 

NO_TRAP - a invalid line number to clear the traps 


FLAGS 

VALID - the name is a valid name 

REP FLAG - the command is being repeated 


STRINGS 

VAR$ ■ Ihe variable name table and buffer lor copying the 
rest of the program being edited 
VALUES ■ the variable value table 
VAR_TYPE$ - the descriptions of all the variable lypos 
SOURCES ihe source filename 
DESTS - the destination filename 
LINES the command entered by the user 
CHS* LINE2$ h CH2$ - parts of LINKS 
OLD LINES ■ the last command 
SEARCHS the string to be searched for 


ARRAYS 

PROG PT( Ihe seven program pointers, memory locations 
128 lo 151 

VAR PT( - the pointers to where each variable name starls in 
VARS, The last pointer. MAX_VAR + 1. points to the 
end of the names 

VAR_PT( - the values In the variable value table that corres¬ 
pond to each variable type. 

COMMANDS 

<ret> - just pressing return advances you to the next variable 

+ - advances you one variable 
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PRESENTATION 

TRICKS 

Making it look better 


n the* summer the deadline lor copy for the magazine 
seems to come upon me even faster lhan at other times. 
You would think that two months between editions of the 
magazine would be plenty of time to have an article prepared* 
but 3 always end up getting it all together at the last minute. 

This time 3 have a trio of little subroutines which may be 
useful to you. They have all been ihe result of enquiries which 
have been sent to me by readers who have had problems, and 
in ear Si rase I have written a short self contained program to 
illustrate the ixifnt. They are all about quite different details of 
Basic programming. 


CENTRE TEXT 

This subroutine illustrates a bit of Atari string handling. It is 
designed to take any string up to 37 characters long and 
centre it on the screen. ! have chosen 37 as tire normal width 
of a line in Graphics 0 is 38 characters, but If you print a 38 
character string on a line it automatically causes a line space 
when the cursor drops to the next line, so 37 is a convenient 
maximum. 31 you resH the left margin to zero (by POKE. 82.0) 
the line becomes 40 characters long and your string can be 30 
characters. Conversely if you are in a different graphics mode 
you may only have 20 characters on a line arid you will have to 
adjust the maximum string length to 19. If you follow the 
description of the example program it should not be too diffi¬ 
cult to tailor 11 to your own needs. 

Line 20 dimensions the three strings we arc going to use. then 
sets the variable centre equal to 100 (the line number ul the 
centring subroutine] and makes BLANK$ equal to a string ol 
37 spaces. 

Lines 30,40 and 50 make NAMES equal in turn lo the first 
and second line of a I wo line Instruction and then takes a 
keyboard input. Each lime the centre subroutine is called to 
cent re it up and display it on screen. 


Line 60 loops back to line 30 lo repeat the process. 

The centring subroutine starts at line 100- by clearing LINE# 
Line 110 gels the length of the string NAMES, and 11 11 is longer 
than 37 characters changes it to a new instruction line 37 
CHARACTERS MAXIMUM. PLEASE ' which Is 30 characters 
long, so N Is put equal to 30. 

Line 120 checks to see if the string length is even or odd, 31 it 
is even the program jumps lo line 140, otherwise an extra 
blank character is added lo the string In line 130. LINE# is 37 
characters long so the middle character is Lhc 19th, 

Line 140 inserts the characters of NAMES evenly spaced 
before and after character 19 of LINES, then Line 150 prints 
the result on screen. 


BOTTOM LINE 

ii is sometimes useful to have an Instruction line, comment 
line or title line across the bottom of the screen when some¬ 
thing else Is heing displayed above. Bui the screen lias a nasty 
habit of scrolling up when the bottom line is complete and this 
is a nuisance as part of the display Is lost oil lhc lop. 3 here air 
one or I wo things to remember. 

First, if a PRINT (or ?) command is followed by a semi-colon 
lhc cursor will wait at the end of the printed line for the next 
PRINT command raiher than dropping down and shirting a 
new line. Second, even if you do put a semi colon alter lhc 
PRINT command, if the line is full of lexi the cursor will move 
to the next line and if you are on the Iasi line o! the sc reen 
everything will scroll up one line. 

Third, although the cursor can be switched oil by POKE 752,3 
(TOKE 752.0 turns it on again) it is still present in an Invisible 
form. So even when the cursor is inhibited space at the end of 
the bottom line must he left for it 

The listing merely shows the two eases, First, without I he 
semi-colon, lhc bottom line moves up Then, when lhc semi¬ 
colon is added it stays in place at lhc bottom of the screen. 

ROUNDING DOLLARS AND CENTS 
(OR POUNDS AND PENCE) 

In the last New Alan User Ann ODriaeoU wrote about the 
INTegrr function (amongst other numeric functions), INT 
rounds any number down lo the nearest whole number by 
stripping off everything after the decimal point. That Is fine il 
you always want lo round to a whole number, and If you 
always want to round down. But what about money'’ 

Just as the penny is one hundredth of a pound and the cent 
one hundredth of a dollar, many currencies deal in hurt 
dredths of the main money unit. When this is printed there are 
two digits after the decimal point, ft is also quite common to 
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HO l HEM WKHUMmmuMMm t lOfXMMMMmtMMKMUlfHW 


CB 2 REM * TUTORIAL SUBROUTINES * 
FO * fifth * CENTER TEHt * 
HU 5 REM * bM * 
CP & REH * Ian Einlayson * 
(16 7 ftbM ** —-* —- —.- 


HB 0 HEM * HEH ATARI USER " AUG 1552 » 

HR 9 REM W H KM K mtWHHtlWNHMMM W WWKmf i mMUMM U 
AY 10 HEM 

Wfi 20 DIM LIHfS tia> , WAMFS (3BT , BLANKS ttthi l 
CEftTEft -100 : BLANKS-^ 

Ktt Jp HAWfi"IHI > UT THE WORD OR PHR05E 1 ': GO 
SUB CENTER 

JM 46 NAME $ —"TO PE CENTERED 1 *: G0SUB CENTER 
CH 50 ? ;INPUT NAME'S T GO StlB CENTER : 7 
SF 60 GOTO IP 

H fit 99 HEM PHH»SUB«OUTIHE TP CENTER A 
***5TRtHG ON ft LINE 
OP 10® LINES-BLANN5 

NS ii* N-LEIMHftWSl ilF N>37 THEN NAME$="3 
7 CHARACTERS MAXIMUM , PLEASE << !N = 30 
NC 120 IF N/2=INTCN572 THEN 1*0 
MO 130 N = N + ± iNAMES IN t Bl =*" '* 

BE 140 LINES ClS-'NZZ, 1S+N/21-NAMES 
JK ISO ? !? LINEi:RETURN 


Aboi*? the routine for centring text on screen 

Bottom right - using the balloni Une without 
making the screenjump 

Top right - rounding currency to the correct 
two decimal points 


round to the nearest whole number rather than always round 
jug down. So how can we achieve these things in Basic? 

To round to the nearest whole number Instead of rounding 
down all we have to do is cheat a little. Push the original 
number up by just a bit less than 0.5 and the result is that all 
decimal parts of a unit up to and Including 0.5 will be rounded 
down and anything greater will be rounded up. Use 
0,49999999 (add as many nines as you need to improve 
accuracy!!) and then apply the INT function to remove the 
unwanted hits, this is what happens: 

0 .5+0.49999999 = 0.99999999 I his rounds to 0 white 
0 51+0.49999999= 1,09999999 rounding to 1. 

But this is still rounding to the nearest whole number - what 
about the pence {or cents], Again we have to apply a little 
mathematical trickery. First multiply by 100 - this turns Lhe 
pence into whole numbers. Then take the INTeger this 
rounds ofTanything less than whole pence. Finally divide the 
result by 100 to get the pence hack behind the decimal place. 

The short listing shows all this tn a small example. First tt 
docs a simple interest calculation with two preset values and 
rounds the result, then it asks yon to input a capital sum and 
Interest rale and calculates the interest. 

If you program in Basic and want help pease write describing 
your problem in as much detail as possible, Send an example 
cm disk or tape If you can and a stamped envelope tor a reply 
and 1 will try to help. My address is: 

Ian Finlay son, 60 Roundstone Crescent t 
East Preston* West Sussex* BN 16 IDQ 


HO 1 REM M W 

CR 2 REM « TUTORIAL SUBROUTINES * 

SU 4 REM N ROUNDING PENCE COR CENT 51 * 

HU S REM * ty 

to 6 HEM n lan Finlay&on * 

OG ? WEM N------ — -- 

HD 0 HEM * «EM ATARI USER - AUG 1952 * 

HH 5 REM MNM wk mM MMMMNm h N MMMNMm mMMMN W mmiC 
AY ID REM 

PZ 20 7 "*4EXAHPLE"!X=SI2.33 : V-9 . S ! GOSUB 
SO!? "*N0N YOU CAN TRY" 

TE 30 ? :? "ENTER CAPITAL ";:INPUT Hi? i? 

"ENTER INTEREST RATE "itINPUT Y:G05Ufl 
50:GOTO 30 
ZI *8 END 

VC *5 PEN *** DISPLAY INPUT ftND RESULTS 
MT 50 ? I? ; ? ** $ **i H; " AT "i V!" X. PFR 

ANNUM" 

ftG 00 AH0UNT=K«Y/1»Bi? I? "GIUES "jAMOUNT 
INTEREST" 

OJ ?0 GQSUB LOO 

CD O0 ? :? " ";AMOUNTj" TO THE NEftRF 

ST CENT" 

Z2 58 RETURN 

RE 55 REH SUBROUTINE TO ROUND TO THO 

decimal places 
XL 100 AMOUNT-AMOUNT*10O 

YK 110 AMOttNT=INT <AMOUHT + 0.45555555 7HTB 
ZB 1Z0 RETURN 






HO 

i REM If (tIt MM 



CR 

2 ReM * TUTORIAL SUBROUTINES 

* 

C J 

4 REM * 

BOTTOM LINE DEMO 

* 

XU 

5 REM * 

by 

* 

Cd 

b REM * 

I an Fill lay son 

* 

OG 

7 HEM *- 

--- 

- - w 

KB 

ft HEM N NEM 

ATARI USER “ AUG 1052 

if 

WW 

5 REM WWKitK 



AY 

10 REM 



R D 

70 DIM LIHE*t3&>:LINE^-"THIS LINE 

HAS 


EKACTLY 37 CHARACTERS *** PD5I T Jt ON 

2 t 23 


i 7 "N" 



BH 

3D POSITION 

2,73 


ue 

40 ? LINE $ 



UH 

50 POSITION 

2,1*:? “THIS IS HOH IT USU 1 


ALLY PRINTS 

":C.USUft 100 


ZI 

50 POSITION 

2*23:? LINE*i 


MU 

70 POSITION 

2,10:? "THIS IS BETTER, MI 1 


TH THE SEMI 

C 01. ON "! GOSUB 100 


ZN 

50 f HD 



NR 

55 REM 

KEYPRESS SUBROUTINE 


HD 

LOO OPEN «! 

,4,0,"K;“!? "4PRESS A 

KEY“ ! 


GET tlI*K 



HB 

120 CLOSE Jtl: RETURN 



NEW 
LOWER 
PRICE! 

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK 
TRANSFER SYSTEM AT A SAVING Of 17! 

Tranttfjk n a ample to \M (ftlfty thrf will tranJta TOY cosselto gam*: to dttt - easiy ^ qi^cty 

* ManfSfti eny d cassfN toimal * Handler ftwjt tooC e^lra BNft 

ft Allows sfiVHQi^one dish • Use dl 0v5*OWe mwnwY w X..XE Tacliwi 

t Hoidti* cciiKflK (hat reqwi* Mk iwmory • fW step Sy slap rrurtufiltcm included 

* NOW WITH DETAILS OF OVER 3QC GAMES SUCCESSFULLY TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 - ONLY FROM PAGE 6 

Sand y cheque O' postal r wll« the artitf Term on out AccsiMfir Sh*p 
of fuil ttrlto Cmdll card. orflefS wwiptcfl tnr L6ltp*idn* on DTIS SI 5929 

Send to: PAGE 6, P.0, BOX 54* STAFFORD* STl6 1DR 

Port (rt*to UN OvflrHM pfcdUt *M S3 piwlHje 
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XL/XE TUTORIAL 



W hile Atari Basie doesn't have any CIRCLE rommand, 
we tan draw circles quite easily using the SIN and 
COS functions. This article sets out to explain what 
these commands - plus (he Atari's other trigonometric func¬ 
tions - are all about. 


SOME DEFINITIONS 

Starting with the basics, the circle shown In the diagram has 
a radius (distance from centre to edge] of 1 unit. The two lines 
which meet In the centre are called the axes: The horizontal 
line is the X axis and the vertical line is the V axis. We iind the 
circumference (distance a round the edge) of a circle by multi 
plying the diameter (width) by a fixed number called PI (pro¬ 
nounced "pic"]. This means that our circle has a circumference 
of 2PL For the moment w r e can take it I hat Pt=22/7 or 3.14 
approximately; well see later how we can use the computer to 
work out its exarl value. 


SIN and COS 

SIN and COS are functions which measure what happens 
when a poinl moves around the circumference of a circle. We 
start from the "3 o'clock'' position fa" on the diagram! and 
move In an anti clockwise direction. COS (for cosine') mea 
surcs how far to tile right of the Y axis the point is anti SIN (for 
' sine') measures how far it is above the X-axis. The measuring 
is done by reference io the angle the point makes with the 
centre oft he circle. For instance, when the poinl is at "P" on 
the diagram it forms a triangle which makes an angle "A" with 
the centre. In our circle with its radius of l unit, the sine of 
angle A - SIN(A] is defined as being equal to the length of line 
$ and the cosine oE angle A - COS(A) is defined as being equal 
io the length of line C, Of course, if we change the radius then 
these measurements, which depend on the length of the 
radius, will change too. For instance, if the radius was halved, 
then the sine and cosine lengths would have to be doubled to 
bring them to whole units. Similarly, if we say the radius is 
equal to 1 units then the sine a Eld cosine lengths would have 
to lx- halved to express them in lerms of single units. In 
general, to enable us to cope with a radius of any length, we 
define SIN (A) as being equal to S/R and COS(A| as being equal 
to C/R. where S and C are the lengths of the lines anti R is (he 
length of the radius. 


Arm O'Driscoll explains 
some of the mysteries of 
the maths commands 
built in to Atari Basic 

MEASURING SYSTEMS 

lacking again at the diagram, when the imaginary point has 
moved a quarter way around the circumference the distance 
travelled is PI/2 (potnl b), hallway is PI (point c). three quarters 
is 311/2 (point d) and a full turn Is 2PI. our circumference, 

This measurement system, whieh looks at distance travelled 
vis a vis Circumference length, Is called [hr RADIAN system, 

Wc can also use the UEGEtEE system: For instance, the point 
moves through 90 degrees from a tu b, ISO degrees from a to c, 
270 degrees from a to d and 360 degrees in a complete turn. 

The Atari normally uses the RADIAN system. The command 
DEG tells It to measure in degrees Instead and the EtAJ) 
command returns It to radians. The conversions can also be 
done manually, as 2PI radians - 360 degrees, 

OTHER FUNCTIONS 

The TAN of an angle (short for "tangent"! is defined as being 
oqual to Its Bine divided by its cosine. Together. SIN COS and 
TAN are called the trigonometric functions. Their inverses are 
called ARCSINE, ARCCOSINE and ARCTANGENT. These tell 
us the values that have given rise to a particular sine, cosine 
and tangent. Por instance, the sine of 30 degrees (or PI/6 
radians| is 0.5 so the arcsine of 0,5 is 30 degrees. The Atari 
has a function which returns the arctangent of a number, 
called ATN. This is fairly useful, as if enables us to work ouL a 
value for PI. Going back to Hie circle in the diagram, when our 
puint forms an angle of 45 degrees with the centre its tangent 
(l.e. SIN/COS} is 1 because the lengths of C and S are the 
same al this point. It follows I hat ATIM| 1 )=45 degrees. Since 45 
degrees = PI/4 radians, PI=4*ATN(1}. 
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THE PROGRAM 


The first part of the listing uses the trigonometric functions to 
draw a circle on a Graphics 7 screen, Line 100 sets the 
co-ordinates for the circle’s centre (X and V), determines the 
radius length |R) and puts the computer into degree mode. The 
drawing routine works like this:- The co-ordinates of point P 
on the diagram are X-i-C. Y+K where X and Y arc the centre of 
the circle. COS[A)^C/R so C=R*COS(A), Similarly, SIN(Aj=S/K 
SO S=R*SIN(A). We can thus rewrite the co-ordinates ofP as 
P=-X+ R*COSSA), Y +■ K p ftlJV(A). The FOR NEXT loop simply plots 
the points associated with successively increasing values for 
angle A, starting with 0 and going right around in 360 degrees. 
Incidentally, the circle Is plotted In a clockwise, rather Lhan an 
anti clockwise, direction because the screen's row or "y 1 values 
increase as you move from top to bottom. (This differs from the 
normal Y axis convention shown in the diagram, where points 
above the centre arc greater than those below. 

[n this circle, ihe size of Ihc step in Line 130 determines the 
number of angles to be plotted. Lowering the step value will 
plot more points and reduce the spare between them to get a 
smoother line. Another way would be to plot an initial point on 
the edge and then use the DRAWTO command to Join up the 
points around the Circumference. The second part of the listing 
uses this method to draw an ellipse, which is just a circle 
which has been pulled oul along the X or Y axes into some sort 
of cigar shape, Line 220 pints Ihc starting point arid then the 
FQK NEXT loop draws in successive points around the edge,, 
using the same principles as before. This time however, COS(A] 
is multiplied by a constant to elongate the circle along the X 
axis. 

The final bit of the listing draws a sine"wave al the end of the 
screen. This shows the sine values lor different angles In Ihe 0 
to 3G0 degree 12PI) range. As Line 330 Instructs the computer 
to calculate in radians, the ATN function is used here Lo define 
a value for PI, The "iroughs" in the wave reflect negative values 
for S3N[W) - As sine measures how lar above the X axis a point 
is. its value will be negative for points below the X axis ["c" to 
"a" on the diagram). A CQSfWl graph would show troughs for 
the same reasons Cosine measures distance to the right of the 
Y axis so COS is less than 0 in the "b to "d" area of the 
diagram. 


ADAPTING THE 
PROGRAM 


We have already seen from the listing how the basic circle can 
lx- altered considerably Just by multiplying COS(A) by a con¬ 
stant to elongate along Ihe X axis, Some other changes you 
might like to try are: 

Multiply SIN (A) by a constant to elongate along the Y axis. 

- Change the value of the constants in the ellipses to get a 
different amount of stretch or spread. 

- Add c onstants to the Sin or Cos calculations for shading 
effects. 

- Vary the value of the radius, axes co-ordinates wilh FOR 
NEXT loops to create concentric circles or a series of rings. 

- Change the step value to alter the smoothness of the circum¬ 
ference. 


es t. rem 

JU % REM a TRIGONOMETRIC FUNCTIONS B 

ru 3 rem « fry tt 

r.u 4 reh a Ann O'Prist oil a 

SG 5 REH »---- B 

RU * REM a NEW ATARI USER - AUGUST '32 W 

cv 7 rem MmHmHnm i im i mirriiamtfftamMii i HHauMB 

HN 8 REM 

EH in Q R EM It*ttT -m -f :VT1 

CIB I2ft GRAPHICS 7 i OF G ; K-2« ! ¥-25 : R-29 

VC 125 COLOR 1 

60 lie FOR A=a TO 360 STEP 6 

(Cl 140 PLOT H + R*C0S t AJ , V + ft*SIN CAT 

CZ 1S0 REH T A 

HH 210 H-10Q ; Y~Zfl ;P=1R 

YM 215 COLOR 2 

HH 220 PLOT H+R*3,V 

SU 23H FOR A-fi TO I60 STEP IS 

0G £40 DftAHTO H+R*C05(A>*3,Y+R*SIMCAT 

0A 250 N EH T A 

AV 320 RAD :PIi4*ftTHfll 
Zft 32$ COLOR 3 
LN 330 PLOT 0,60 

J2 340 FOR H=» TO Pl*IO STEP 0.5 
CO 350 DRAHTO , SIR < M> *3 * 69 

IP 360 HEHT H 


IJraw arcs [parts of circles! by altering ihe FOK NEXT values. 
For instance, you would use "FOR A=0 TO 180' lor a semi 
circle, where "A” Is Ihe angle. 

The sine wave shape can be altered easily too. This one 
multiplies both W and SINIW) by 3. If you multiply SINfW) by a 
bigger number you will increase the amplitude (height of Ihe 
cresls and depth of the troughs) of the waves. Multiplying W by 
a different number will change the frequency (length) of a wave 
cycle. You could also change the number of cycles in the loop - 
each cycle is 360 degrees or 2P1 long. 

Overall, you could Lcam a tot about SIN, COS and so on just 
by experimenting with the simple program supplied here, so 
why not give it a try? 
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Review Feature _ 

GOOD NEWS! 


B efore we all get lOO depressed over dwindling Atari 

support in the UK, we shouldn't overlook those enthu¬ 
siasts overseas who are striving to keep the 8-bit mic¬ 
ros alive. Kemal Ezean is one such dedicated user who oper 
ales a company called Ke-5oft from Germany, publishing disk- 
based games and applications and selling all manner of estab¬ 
lished hardware and soil ware products - from RAM enhance 
merits to text adventures. 

Ke Soft was formed several years ago, primarily in HIL a gap in 
the market for budget priced disk software. With a favourable 
response from German Atari owners, the company decided to 
launch a disk-based magazine called Zong\ The subsequent 
success of these activities prompted Ke-Soft’s lirsl full-priced 
game release [Drag reviewed in Issue 52) and the transition of 
Zong into a small printed magazine. The magazine has since 
developed month by month into Its present 'professional' for 
mat, wlih proper DTP layout and an accompanying program 
disk. 

A browse through the May 1992 edition of Zong reveals 38 
pages of information exclusively for Atari users. There are 
three pages of news and comments, detailed reviews of books, 
arcade games and adventures plus tips and rheats for popular 
titles. There are regular’ features on topics such as PD soft¬ 
ware. adventure programming, graphics, assembler and sound 
effects. To round off there's a section of type-in program 
lislings (mostly Turbo Basic) which arc also provided ready- 
Lo-rurt on the supplementary disk. Here we Ithd a program 
mer’s text editor, graphic's demos (illustrating points in the 
magazine arlielc), a c ouple of games, ari art utility and a 
musical interlude from none other than Richard Clayderman 
(ahemf], In the usual program disk tradition there are also two 
bonus I lies - a text adventure and a demo version of one of 
Ke-Soft’s commercial products. Not content with their already 
high standards of presentation, Ke Soft anticipate further im¬ 
provements to Zong with the recent purchase of a high-spec 
DTP set-up. 


SPRACHEN ZE ZONG? 

I should mention the only, er. minor drawback lor British 
Atarians is that Zong is aimed primarily at German readers 
and therefore requires a proficient knowledge of the German 
language! If you always wanted to Learn but could never quite 
find the motivation, this could be I he ideal catalyst. Incidental¬ 
ly. full details of all Ke Soft’s merchandise - including many 
Hriitsh and American games which arc now virtually Jmpossi 
ble to find over here - are contained ill their free K4 page 
catalogue, Ke-Soft explain and Illustrate all the items available 
In great detail - in German of course! IF you just want to order 
some games though, you’ll have no problem recognising the 
titles listed. Who knows, if there's a reasonable response from 
British users perhaps Kemal ran be persuaded to publish an 
English translation of the literature. Unlike the magazine and 
catalogue. Ke-Soft’s la lest software releases are supplied with 
English text and therefore entail no problems of interpretation. 


No, it’s not a new bible 
class, Paul Rixon has 
discovered some brand 
new XLlXE software 
from Germany! 

DONALD 

First up, DOJVALDis a platform game comprising ten screens 
in each of five alternative scenarios (yes, fifty screens in all). 
The player’s task Is to guide Donald (the Duck, naturally) In 
ills quest in gather the famous golden eggs which are depo¬ 
sited at the hazardous locations. Setting off through the Ama¬ 
zon jungle Donald finds a secret passage and stumbles upon 
an, tnka city. Deadly spiders, snakes and other prickly nasties 
are definitely best avoided, In downtown Transylvania Donald 
explores Drueula's castle and discovers hats, ghosts and other 
frightening adversaries. Fortunately there are aortic conve¬ 
niently placed holy crosses here, whilst magical mirrors trans¬ 
port Donald to other parts of ihe castle. Once in the lost 
African mines Donald has to watch out for nails, spikes and 
lulling reeks. Diamond rings keep him happy and certain 
temporary bridges uncover routes leading to valuable goodies, 
It suddenly becomes rather chilly with a trip through the 
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Himalayas hul the cold Is the least of Donald's worries as he 
climbs Lhc treacherous peaks and descends Into damp anti 
dingy caverns, Snowstorms, crevasses anti cold water await 
his arrival and snowy surfaces aren’t as solid as they look? 
Finally Donald lands on the Moon and foolishly enters an alien 
spaceship, Moon monsters and boiling moon water arc bad 
news, but the green cheese seems eo go down well! 

You can tackle the strange worlds in any order you choose, 
with the exception of the Moon which has to come hist. Pixel 
perfect Jumping is required to negotiate the monsters and 
retrieve the missing eggs, and this may prove a little I'm si rul¬ 
ing if your joystick diagonals are showing signs of fatigue! At 
least there are three sellings of difficulty and provision for 
input vta the Atari GX-85 numeric keypad, which you can 
purchase from Ke-Soft, The game kicks oJT with some cheerful 
music and the graphics are generally good, with plenty of 
variety over the five stages, 

SAPER 


Ke-Sofi arc well known for devising Ingenious puzzles and 
SAFER is another worthwhile addition to the existing range. !l 
begins with a superb sound and graphics demo bouncing 
spheres, an original tune and a joystick-controllable sc rolling 
instruction box, The printed noles are not over-helpful so 
you’d be wise to study the on-screen information before I aim 
t hing into the game proper. 



As ever, it all seems pretty simple. All you have to do Is prime 
and explode I he bombs on each level and ensure your little 
green character can make U hack io the exit point, A l>oml> is 
activated hv pushing the trigger when you’re standing over it. 
so you have to make a rapid getaway before it explodes and 
breaks up the immediately surrounding area. Any adjacent 
bombs are also detonated, so It's essential that you predict I he 
consequent es before you act- As well as keeping clear of lhe 
boundary material there are one or two other considerations to 
bear in mind. Some blocks can be pushed around to your 
advantage, a teleporter sometimes provides the only means of 
escape and deadly bacteria will spread if you don'l lake pre¬ 
vent a live action. The addictive nature of the challenge will 
probably keep you occupied for hours! 

The graphics, particularly the continuously scrolling (and 
periodically changing) backdrops, arc highly commendable. 
The only thing missing Is a password system, as it's presently 
rather annoying when you run out of lives anti are forced to 
restart from the first level. Overall. I'll give Ke-Soft nine and 
three quarters out of ien for this one! 


TAC-TIC 


TACTIC is a conversion of a popular arcade puzzle theme 
which has previously appeared on all the major micros. On 
ihis occasion your joystick commands master criminal Bobby 
who, for some reason or another, has decided I hat he needs to 


get ihree valuable items together in. a row. These iiems (pearls, 
diamonds etc.) can be pushed around Ihe floor from hehtnd 
but stop moving 
when they bil a wall 
or other object. 

While you ponder 
over a suitable route 
to enable the com¬ 
pletion of this task, 
you've got lo watch 
out for Hoohooh the 
monster, who would 
love to see you in his 

monster stew. If you push an objeri Inin his path, you elimin¬ 
ate him fora short while hut he soon re appears from the 
Monster's den (well, he would wouldn't he!]- There arc various 



special features Lo keep you amused, such as anti-guard 
dynamite, bundles of extra points and bonus levels. 

Once again lhe common characteristics of Kc Sort’s output 
arc clearly evident. Excellent catchy music, cleverly engineered 
mazes and a well designed title screen with hlghscare facilities 
and on-screen Instructions, give (be general impression that 
the author has spared no effort to utilise the Atari’s capabili¬ 
ties, As if lii answer io my previous comments, there's even a 
password system with a code revealed after every tenth level. 
Tactic is another addictive game that doubles as a brilliant 
demonstration of the graphic and sonic power of lhc Atari. 


OUTSTANDING SOFTWARE 


And there we have it. By now you can be in no doubt that 
Ke Sort are producing some really outstanding software, If. 
and only if, there is adequate interest from Atari owners, 
there's no reason why Ke-Soft shouldn’t continue creating new 
games for the foreseeable future. All future releases are Initial¬ 
ly aimed a( the German audience, hut will duly be converted 
for English consumption - subject to demand. To whel your 
appetite, the next game due is a conversion of lhc unquestion¬ 
ably brilliant and unbelievably addictive hit Lemmings, called 
Brundles, and it sounds like il could be a winner! Good news 
for more serious users is that Kc-Soft are buying the copyright 
for XLent Software’s Typesetter. First XLenl Word Processor. 
Page Designer. ITint Shop Interface and Megafonl ll+. Ke 
Commander, a DOS utility similar to Norton Commander for 
PC machines, is also planned for release. Well keep you posted 
on any other developments. 


WHERE TO GET THEM 


Ke Sufi games can be ordered dineedy Jrom Kemuf E/ctiri, 
FYakenstrasse 24. W-6457 Malntal 4, Germam/, The disks re- 
viewed above ore priced at £6 each and are supplied icffb 
English insfruefions and an unlimited luarranty, Flirther details 
are available Jrom Ke Soft, Check their advertisement in Issue 
56 of New Atari User , 
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FEATURE 


FRUSTRATIONS! 


T he word ' computer” has a synonym; ' frustration". 

These two words can hr used interchangeably t the 
same as "politician 1 ' and "liar". 

I made this monumental discovery after I had been writing an 
article. I had written about 2,000 words when 1 got an inspira¬ 
tion for another story, and decided to start writing it immedi¬ 
ately. After all, this was why 1 was using a word processor 
rather than a typewriter. I pushed the keys in delete the screen 
I was working on. and the computer quite correctly asked me if 
I was sure I wanted to delete this. Of course l was. or I 
wouldn’t have asked the miserable machine tea do it in the first 
place. It was exactly one nanosecond after I pushed the return 
key to delete my immortal words that I thought. "Did I save it 
to disk?" We all know the answer: "Of course not. you bumb¬ 
ling fool of a brain-rotted idiot!" Actually, the words I used were 
considerably more colourful than that, but this publication 
has standards which 1 unfortunately lack. 

H ow many times has your computer locked up? This 

has the same effect as deleting files because you have 
to reboot to continue. And we all know that we ha¬ 
ven’t saved the file to disk as in the previous example, so we're 
back at square one again - all of our work has been sent to 
Alice, happily conversing with the Mad Halter down in Won¬ 
derland. 

This has been (he story of my life with a computer - one of 
abject bafflement. I feel like I have all the intelligence of a 
hockey goalie who habitually plays without a helmet. He will 
eventually look down to find his brain laying on the Ice like a 
drunken pancake. Unfortunately, I'm a writer, so h would be 
an especially sodden pancake! 

I recently purchased an art/graphics program which the 
reviews said was supposed to be the ultimate in this line 
for £249.99. I eagerly went home, booted It up, and 
waited lor the program to turn me into Miehaelangclo. II turns 
out that the computer and program combined couldn't draw as 
much as a straight line. I was expected to read the does, 
manipulate the computer and then draw something. The proh 
lem here lies in [he fact that even with a pencil I can only draw 
stick figures. The computer In no way was going to turn me 
into an accomplished porlraihsl through some arcane process. 
It seems I would have had to practice for untold hours before 1 
would have any prowess In art at all. I could have spent that 
time with a pencil for under a dollar, instead of the obscene 
amount 1 paid for the computer and program. I would have 
ended up in the same place but with the money in my pocket. 
Instead of in the computer salesman's grubby little hands. 

A nother problem with computers is that every 1 time 
you pay for a component, that action automatically 
triggers a price cut of at least seventy-five percent 
exactly one week after the salesman pries I be hard-earned 
money out of your grasping hands. You have to embed in your 
mind that the fact an electronic item Is offered for sale in 
stores means it Is outdated. Actually, they are already manu- 


Gordon F. Hooper 
dares to express what 
we all know is true! 


factlining the next generation of the Item before it even arrives 
in the store for sale. You are always one step behind the 
manufacturers no matter bow quickly you buy (he item when 
tfs first offered for sale. Trying to play catch up with electronic 
items Is as futile as trying to build a pig out of pork chops. 

Even when you quit working on your computer and start 
playing games, the level of frustration doesn’t diminish. Have 
you ever playedi a shool-em-up arcade game and advanced to 
the highest level? 1 thought not. How about a text adventure 
game? The only conclusion I reach in those games is that I 
must have been brain dead all my life because after I’ve used 
up "Go north, south, east or west". I’m finished. 

A nother way to drive yourself to distraction is to tiy to 
isolate one component of your hardware and attempt 
to remove it, whether il be lur repair or to demons¬ 
trate at a user’s group meeting The rat’s nest of wires behind 
youi desk which is required to operate the computer and Its 
peripherals is enough to send you babbling to the local estab 
llshment which serves to contain those individuals whose 
sense of reality tends to require extensive downsizing of the 
head. 

M odems have the capability of selling up their own 
particular forms of Hell. Terminal programs have 
various items that you have to set for each individual 
DOS that you wish to use. Things like parity, translation, 
duplex and baud rate all must coincide or you might as well 
switch to collecting dinneT plates as a hobby for all the enjoy 
menl you'll get oul of BBSs. You'll soon learn not to enlcr into 
"chal" mode with the Sysops of long distance boards or you'll 
gel phone bills that would make the Emir of an oil-rich Arab 
state gulp a couple of Limes. A neophyte on BBS’s should also 
be warned about leaving nasty messages to other people on 
message bases while hiding behind a pseudo. Sooner or later 
the sysop of the board will tell the other people who you are, 
and then you will be looking over your shoulder every Lime you 
go outdoors. 

Looking at the overall picture, computers are marvellous 
machines which make life much easier in many ways. People 
who purchase one and expect everything to be a bedi of roses, 
however, tend to be those who really believe that the cheque is 
in the mall and Dorothy really met the ol Ox, 
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contact... contact... contact... contact 


FOR SALS 


XL SYSTEM: BO0XI 1050 Drive, 
□alacofder, JoysUck, Lots Of 
Tapes and Disks including Trans¬ 
disk. Roms (Pacman g. Qalanui) 
pfus Dos 2.5 cfcsk & manual plus 
mags, all for £l 2D p.n o including 
dairvery. Phone Michael on 0503 
36S37 

130XE: 130XE with XClitap* m 
carder and games all v@ry good 
condition and bOa<3d. £70 the lot 
Phone 0639 639040 

COM MS: Micralink Pace Linnet 
Modem 1200 Baud. v21 V22W23 
with K-Comms 2 &War& 1 qv [he 
ST hardly used. cemplote wftH 
leads etc C60 Ring John 0026 
413633 

XE SYSTEM: 13QX6. 1050 Drive. 
Joysticks, Trackball, touch Table 1 ; 
all based with manuals leads etc. 
Choice of Renter Epson LQ8O0 24 
pm cr Slar LC10 fine Parallel In¬ 
terface!. Pius lots of disks and car- 
iridges, games and serious soft- 
war®, books & mags. £250 mo 
SplilS). Phone 0635 8G3542 

XE SYSTEM: 130XE. 1050 Disk 
Drive (US Doubter) 050 Interface 
(with Centronics primer tead) 
MacfiS (with Toolkit!, Action! (with 
Toolkit) plus dhers ard garres all 
ong nal bonus and manuals. £209 
ono Phone Stephen on 0305 
269375 

XE GAMES SYSTEM; Game con 
sole wlh 64k memory. Keyboard. 
Ught Gun, Joystick and XC12 re¬ 
corder plus 22 gam^s. Buyer col¬ 
lects £150 Phone 041 631 2(&2 

XL SYSTEM: 356k Any 0 0OOXL 
£45 inc.; &1-0 C50 me : 410 £25 
me , 3 ^jysiiCksJ 7disksr Groms/ 
&C9S5 £35 me.; 100 disks i hosed) 
of PD and iyptf n etc. £55 inc.; 
1050 Ftev 7 Happy £90inc.; Pus 
lots, more bus. Phone Mark on 
q?5? 344650 


XL SYSTEM: $O0XL. tO50wilh 
Doubler, 1010 recorder. Epson 
RX1Q0 printer with Conironics in¬ 
terlace. Parrot n Sound digiliser, 
wilh games ar-d business software 
wodti over £300 alone. All this for 
£350 ond-. Phone 0425 Sl2l 1 $ 

MUSIC PACKAGE; Page SMdi- 
master. music dala disks. Casic 
CZl Synth Muliiiimbrai wlh all 
manuals Also plug «n Pom antra 
voices programmed! wilhin stereo 
amplifier and speakers. Ail good 
condition Bargain £300 prefer 
buyer colleds hul negotiable 
Phone 0293 511 70S 0e*ortt 9pm 

POWER PACK: Suitable lor Atari 
peripherals chai use power from 
mams £7 00 Plus kir SPARES 
1030 PlOtler, disassembled and 
orlnt head and wire damaged 
£g 50 Phone Anlhonyon Ml 246 
7093 after 4pm 

LYNX 2: Plus power pack, carry 
case, Midi connecter and 12 
games E*COllenl condition boxed 
as new Still has 6 months guaran¬ 
tee led w run. May spin £250 onp 
Phone 0602 720597 

XE SYSTEM: 130 XE. 1050 Drive 
1029 Printer. T ranstarmere, leads, 
joysticks arid manuals. Mini oflice 
2 plus iota ol disks, games and 
blanks. £195 Also black desk 3 
Shelves and paper tray. £30 
Phone 0223 873076 

65XE; Plus XC 12 recorder, Cruiser 
lOy&ltek and 54 games Buyer musl 
C 0 *ecl £130 ono Phone D46D36 

250 alter 4pm 

0ODXL: Plus 1050 drive with 
Happy, Printer {1027 pr 1029) plus 
software £160 0OQXL. 1010 recor¬ 
der with Pambit and software £45 
Buypr collects or pays p H p 
Phone 0304 379575 

XL SYSTEM: 30OXL. Data recoi 
der. 1027 LG Pnnter, |OysbOk and 
over £l 00 of software £150 Ono. 
Phones 0209 213676 


XL SYSTEM: 800XL new and un¬ 
used (boxed) £70. 10E9 Primer 
boned £50. Various magazines no. 
Arfic (appro* 100) E20. P'uc prin¬ 
ter paper and disks £15 Buyer to 
collect or pay poslage Phone 
0474A3 2404 

XE SYSTEM; including an XC12 
recorder, 33 gain®& on tape and 
gome Rpms. light pliazar and de¬ 
tachable keyboard £200 ono. 
Phone Kriss on 06B5 013022 

XL'ST; 1029 Printer £70 Casio 
C22305 Mid. Keyboard Cl 20 MKi- 
master £15. David Davies, PQh 
Tyddyn Capel Coch, LLan^efni. 
Anglesey LL7? 7UA 


DISK DRIVE: XF551 or 105Q wan¬ 
ted must be in Good Condition, 
very good price pad Depending on 
condition S Phillips. 1 Mornsvilla 
Road, Mpntpel ®r Bristol BS6 6NB 

CHESS: Cfll&SSuS Chess 4 wan 
led. musl be disk -version. Reason 
able price pate Comact Page 6 
Publishing usual address 

LANGUAGES: Fnghsh Spanish 
anything from beginner ie GCE 
standard pn the XLXE OV ST. Can 
anyone help? c Smith. 93 
Preachers Lane. St. Ebbes, Dx- 
ford GX1 1 RT 

CDMMS SOFTWARE; Wanted to 
review in Atari Elite, documenta- 



VARlOuS: Page 6 issues 18 and 
19. Master Memory Map. Your 
Atari Computer Mapping the Atari 
Atari Reals, Tech Ref Nples. 
Warpspeed Dps XL, Dos XL plus 
other gnusuakvare bis. Reason¬ 
able prices paid Dave. W . 34 
Hoggs Lane, Nbrthfieltf. Birming¬ 
ham B31 1 SB 

GAMES; Winter Evenls and Day 
at Ihe Races, or any clher Horse 
racing game bn cassette. Good 
pnee and postage pad A Surrey, 
3g Luton Read. Favarsham.. Kent 
ME13 8HQ 

DISK DRIVE: 1050 Drive with 
Happy or US Doubter Musi be m 
wonting order with leads & mahu. 
ms £4$ withaui upgrade or £55 
with James Hawonh BGAshtree 
Road. Oadby, Leicester LE2 5TD 

DISK DRIVE: 1050 wanted in 
good working order with leads, 
power suppty etc J Cooke 32 
Moo* Park Road. Hereford HR4 
0RR 


NEW MAGAZINE: Atari Elite to 
Cbver eh aspects of Atari comour 
ng for novice lo advanced users 
Send reply paid envelope Igr more 
nib to Admin. Office, Atari Elite 14 
Drovers Way, Peebles, EH45 9BN 

8-BIT PEN PALS: 19 year qW 
0-bitter wants contact with any 
alher user Write to Derek t Bid 
well Hilf, Houghton Regis. Dunst 
able. Beds LU5 SDR 

HELP: We have a 65XE and an 
XMMGtff pnmer. PrlrXShOpand [hp 
Graphics disks. Has anyone gol a 
Translator disk so we can use Ihis 
properly^ G Cook. 10 Ramleh 
Road Reservoir, Vrdooa 3973. 
Australia 

FOOTBALL: Has anyprip anyS bit 
disks lor either Football Pools or 
Horse Racing or any simulations 
Write to MO'Meara. ISQuotm 
Elizabeth Dr Comngham. £s£e* 
SSI 7 7TH 

PENPALS: l would like lu hear 
Irom any fi-brf u®ers I dwn a 
$00X1 1050 and 1020. All letters 
answered. Adnan Groves, 32 In 
gi’ure Road. Easfvi te Bristol RS5 
6XD 

PENPALS: L gng: (imu A'larian re 
oenily purchased a disk drive and 
would now like te get in touch with 
Other ustrrs Derek Bunvin, 26G 
Liverpool SI. Sailed M5 4AO 


REVIEWERS: Writers program 
mens adists and contributors from 
the UK and abroad tor NEW user 
group magazine caileo Atari E ite 
covers fi-brt, ST and PorflofiO 
Contact us if you can help. Edite 
riel Office Atan Eltte Magaime, 
129 Ladybndgtr Rbad. Cheadle 
HuHne. Cheshire SKB 5PL 

nAMBIT-TURBO 1 Cassetle user 
group dedicaled ta Pambl Turbo 
For intprmalion call Rick, on 0775 
692a2 or Dave on 0654 711331 


CONTACT is FREE of rhar£e and may b* used by any 
genuint Atari enthusiast for contacting other amtrt. Any 
nolke may be included except ttvose offering software duly 
for sale or exchange or those offering items for sale com¬ 
mercially. The Editor reserves ih® right to omit or edit Arty 
notice received at hk tliscresion. If space is fight, notices, 
may be shortened and addresses may be omitted with only 
telephone numbers being published. 

Send your CONTACT notice to CONTACT, PAGE S, P.0, 
Rok 54, Stafford. ST IS l I3R. Please write your notice on 
a separate sheet of paper, not as part of a letter- 


FOR SALE... WANTED ... PEN PALS... ADVICE... HELP . 


TRANSDISK IV 


NEW 

LOWER 

PRICE! 


NOW YOU CAN ENJOY IHE PROVEN CASSETTE TO DISK 
TRANSFER SYSTEM AT A SA VING OF £7! 

Transdis* is a simple io use utility Itiat will iroratef mod cassette games ta disk - easily ond qiicfcly 


• hlardtes. enfy type cassette format 

• Allows several gomes on one disk 

• Handles cassettes Itiot require 14k memory 


Handles cassettes M load extra levels 
Use all available memory on M mochines 
Full step by step instructions included 


A NOW WITH DETAILS OF 0 VER 300 GAMES SUCCESSFUL Y TRANSFERRED 

TRANSDISK IV IS NOW JUST El 2.95 ■ ONLY FROM PAGE 6 

Sand a cheque or postal order with Ihe order form on our Accessory Shop page 
Of lust write. Credit card orders accepted by telephone or 0785 213928 

Send to: PAGE 6, P.0. BOX 54, STAFFORD, ST161DR 

Pest free in UK. Overseas please add £2 poslage 





The following back issues of 
NEW ATARI USER are still available 


I s sue 
Issue 
Issue 
Issue 
Isdiie 
Issue 
Issue 
Issue 
Issue 


Issue 

Issue 

Issue 

Issue 

Issue 

Issue 

Issue 

Issue 

Issue 


Issue 

Issue 

Issue 

Issue 

Issue 

Issue 

Issue 


DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

E1ACK ISSUES arc All .75 eauh In the UK {in r. post ft packing), 
t2-40 for Europe nr vutTrcc mail elscwlicte and E.1.50 
Fur Air Mail outside Europe. Pdc« include pmtagr 
ISSUE DISKS are For any 4ftk pr 64k S-blt Atari 
Each riink la £2 0S. Postage Fit EE, in U-K. 

Overseas add £1 per order (any number of diaka] 

Rem! your order to 

PAGE 6. P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 07S5 213928 
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COME AND SEE USI 

it s time to begin thinking about the Alternative Micro Show again, even though IVs still faraway! As 
a preliminary we shall be at the AH Formats Fair at the Motorcycle Museum in Birmingham where we 
may well have a goodiy number of odds and ends to clear following our move. Who knows what 
will turn up in all those dark corners! We hope to see you at the following events 


ALL FORMATS FAIR ALTERNATIVE MICRO SHOW 


National Motorcycle 
Museum - Birmingham 

(Off Junction 6 on the M42) 

SATURDAY 
SEPTEMBER 5th 

10am - 4pm 

See us in Hall C Stands 34/5 
Only notification - mark your diaries now! 


Bingley Hall 
Stafford 

SATURDAY 
NOVEMBER 14th 

10am - 4pm 

LOTS OF USUAL 8-BIT AND ST SUPPORT 
See further advertisement next issue 


WE LOOK FORWARD TO SEEEING YOU THERE! 


THE XL/XE REGISTER 


Many Atari owners have found it difficult to 
find copies of New Atari User due to several 
newsagents being reluct ant to stock the 
magazine now that ft is on firm sa/c + . A lot 
of owners believe their newsagent when 
they are to/d that we are no longer pub 
lishiivj. To combat these problems we are 
setting up a register of readers who do not 
subscribe to the magazine so that we can, 
once in while, mail them with derat/s of our 
current activities and perhaps special offers 
from the world of Atari* If you do not sub¬ 
scribe, please take time to send us your 
name and address for inclusion on the 
register * 


Please note my interest in the Atari XL/XE. 1 
do not currently subscribe to New Atari User, 

Address .. .,....... 


You may photocopy this coupon or simply copy the wording onto 
your own notepaper. Alternatively just telephone And ask to be 
included on the register. There Is no obligation for you to purch¬ 
ase anything, we simply wish to note your interest so that wt 
can keep you Informed from time to time of what is happening 
with New Atari User and the Atari world in general 


IF YOU STILL WANT SUPPORT FOR YOUR ATARI THEN IT IS IN 
YOUR OWN INTEREST TO LET US KNOW - IF YOU DON’T REGISTER 
THEN SUPPORT FOR YOUR MACHINE WILL GRADUALLY FADE AWAY 
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XL/XE TUTORIAL 



FILE MANAGEMENT, 
SOME PROBLEMS AND 
SOLUTIONS 


TRANSDISK TV i* without doubt THE tape to disk 
utility. With a little effort and a lot of patience you can have 
your favourite progs transferred from tape hi disk great! But, 
sooner nr later you may decide that you want In rearrange the 
games you have save and the time comes lor a little file 
manipulating. Tit is is not loo much of a problem as long as 
you are still using tire same Atari set-up. You just use DOS 2.0 
as Instructed in the manual (although the manual l received 
way back in 1987 was a little vague on the subject). Don't use 
DOS 2.5 (I'll explain why later). 

But what if you have changed your system since you last 
initialized your Transdisk disks or your 130XE has up and 
died on you arid you have to revert to your trusty old 8O0XL? 
You run Into problems that's what! 

So, what follows is a rough guide to the pitfalls of TRANSDISK 
IV. The information wilt be of most use to newcomers to the 
wonderful world of disk drives and things. 


THE INITIAL PROBLEM 

TRAN3DJSK IV automatically knoiAJS which kind ol computer 
and which kind of drive you are using and will formal your 
disk accordingly i.e. it you have an old 810 disk drive It will 
format in single density. If you have a standard 1050 disk 
drive, it will format in enhanced density and if you have a 
modified disk drive capable of double density, then it will 
format in double density, You have no choice in the matter and 
therein lies the root of the problem. Incompatibility between 
systems develops, This is a great pity, for if a choice had been 
available then you could chtHise which density and which 
menu you wanted in order to suit a particular system (your 
kid's, dad’s, nephew's etc.]. 

If you are encountering problems, the following information 
may he of some use. I’ll just ramble on with a few do's and 
don'ts and you can pick-out the ones relevant to your system 
or systems. 

first of alt TRANSDISK IV files will ONE.Y run oti disks 
initialized with TRANSDISK IV i.e. a TRANSDISK IV menu disk. 
You MUST initialize a disk and write a menu using TRANS 
DISK IV. It Is not possible to formai a disk using DOS and 
transfer any of the MENU.SYS files using DOS. 

A TRANSDISK IV file is NOT a normal Binary file ■ It Is a 
special binary file peculiar to Transdisk IV. Therefore it won’t 
run on normal binary load menus or from DOS option L, 

The next thing to remember to keep you on the rails, is to 
match menus when transferring tiles Le. if your source files 
are on an XTMENU SYS disk then transfer them to an XTME 
NIL SYS [not an XLMENU.SYS) disk and remember to use the 
■ OBJ extender. 

As far as I know, the I30XE menus do not run on 800XLs, 
also,large files transferred from tape !o disk on a 130XE may 
not run on an 800XL - Rockford is one that I know of, So If all 
your disks were done to suit your 130XE and your 130XE dies, 
then you wall have to rake out your old 800X1, for lay your 
hands on one) and Initialize disks to suit I he fiOOXE,, then 
transfer your files (more about file transfer later). 


DISK DRIVES AND DISK SPACE 

81 0 disk drive owners can only read disks that were initial 
ized on an 810 disk drive (the 810 can’t read a 1050 or double 
density initialized disk), Standard 1050 disk drive owners can 
read disks (hat have been initialized in single or enhanced 
(1050) density but cannot read double density disks, 

A little anomaly wilh (he 1050 Initialization exists, as de¬ 
scribed below: - 

When TRANSDISK IV formats a disk in 1050 (enhanced) 
densily it writes 1 he MENU.SYS file to sectors 920-1040. When 
you (ransfer (apes to disk, transdisk will use-up all the avail¬ 
able disk space of an enhanced densily disk i.e. from sector 4 
to sector 919, excluding sectors 360-368 (directory). 1 think 
ibis Is done with a custom O.S. (operating system) and there 
lore a newly formatted disk shows 907 free sectors. When you 
transfer files via DOS 2.0 sectors 72 3 onward become unavall 
able (a single density disk has a maximum of 720 sectors). The 
reason for noE using DOS 2,5 is that DOS 2.5 uses sector 1024 
as pari of the VTOC table and If you transfer files using DOS 
2.5, sector 1024 is over-written, thus destroying one sector of 
the MENU.SYS file. Rather confusing isn’t It? 


A LITTLE DISK INFO 


The 8Q0XL XT and XLMENU.SYS files occupy I be following 
sectors (I don’t know about the 130XE 1 haven't got one) 


DENSITY 

START SECTOR 

END SECTOR 

NO OF SECS 

FREE 

SINGLE 

4 

123 

120 

591 

ENHANCED 

m 

1040 

120 

707 

DOUBLE 

4 

63 

64 

647 


IN CONCLUSION 

Ef ynm are using an 8 10 or a standard 1050 disk drive, use 
DOS 2.0 to transfer files. Ef you are using a double density disk 
drive, you can use SpartaDos or Mydos 4,0, There may be 
other DOS's that will work, hut avoid any that can handle 
enhanced density as they will surely destroy the Information 
held in sector 1024 of an enhanced density disk (namely pari 
of the MENU.SYS file. 

The above Information was found out Ihe hard way, over 
years of using TRANSDISK IV but J would have no hesitation in 
recommending TRANSDISK IV to anyone who needs such a 
prog. 

Well It’s time to go, I hope that someone out there in Aiari- 
Umd finds something of interest In this article, A quick Hi to 
John Bunting, u r ho twisted my arm to write this article, 

If anyone has any comments. I can be reached ah- 

BILL JACKSON t 68, MARTIN STREET , 

BVCKHAVEN, LBVEN* FIFE, SCOTLAND ATS JEP 


New Atari User - Issue 57 


41 




Away from the keyboard _ 

DOUBLE CHEESE please, 

NOLAN 


ne of the good tilings about working in lho computer 
Industry Is ihe amount of free literature (hat arrives 
on your desk. The bad thing Is that, on re you have 
spent a lot of time to read through il all. you find that there 
was little, if anything, of interest. Once In a white 1 hough a 
little gene of an article appears. 

One of these was an article by Tracey Snell concerning an 
Interview with Nolan Bushnell. Nolan who? Surely you cannot 
forget the guy w r hn started all this? He was the person who 
invented the first video arcade computer game in 1972. We 
know it as Ping' but the Americans railed il Pong . He went on 
to set up ATAKI and sold 150.000 copies of the coin operated 
game and almost two million copies of a home TV version in 
the first year. All tills long before Space Invaders turned ns 
Into computer gaming addicts! Four years laler ATARI was sold 
lor $30 million |£U5-G million). 

So. whatever happened to Nolan? He retired from business lor 
a year bul still had ihe entrepreneurial urge^to siart again. 

This he did with 'Chuck E Cheese',, a pizza restaurant Seven 
years and 280 restaurants laler (each with an annual turnover 
of $1 million) Nolan was getting tired of looking at business 
accounts all day, in 1984 he sold the chain to the US Brock 
Hole! Group for an undisclosed sum. 

In 1981 he founded Catalyst Technologies. Since ATARI he 
lias founded 1G companies and sold shares in all but 5. His 
one regret was ihe mlslake of selling ATARI. He believes that 
ATARI would eventually have become a stronger competitor 
than Apple lo IBM if ihe company had transferred its games 
technology lo the business IHT. He is at present selling up a 
company called Oct us to make networking PC's easier, 

One last point, Ping was not his first computer game but the 
second he invented. The first was a game called Computer 
Spare, a game with Hying saucers and rocket ships. It sold 
only 125 copies even though Bushnell slates, "It was a better 
game than Pong, but it was marketed badly". How much would 
one letch on Antiques Roadshow today? 

A s [ write this article the last one Is still in the hands of 
the Editor so I have no answers lo the questions I 
asked. Maybe next time. 1 would be very interested in a 
survey of readers, listing such things as how well they tan 
program, are the tutorials ever used, what facets of program¬ 
ming would be interesting, etc. 1 think it would he nice if a 
survey was carried out and most of an issue used to look at 
what our ATARI’S are used for. Surely we could do without a 
games listing, just for once, lo find out what our fellow ATARI 


Did you know that the guy 
who invented the Atari became 
a multi-millionaire with a 
chain of pizza restaurants but 
regrets ever selling Atari ? 

ownrrs are up to, what they think and what they would like? I 
believe It would he interesting to note the changing trends, it 
any, over the past lew years. Only one thing would stop this 
being a success, YOU? Would you lake the time, would yon 
make the effort not only to complete ihe survey, but also lo 
send it in to the magazine? Why not? Your opinion is as 
important as anyone's, isn't it? 

O ne of the onerous tasks about writing a column of Ibis 
nature is to find cut something to write about, I try to 
gauge the article to be 1000 words. Believe me, this 
can really he a struggle, It can be very e asy to write an article 
of around a couple of hundred words, Anybody could do that: 
even you, the reader, Surely yon must have some interesting 
titbit that could be passed on to other readers? A bit of gossip, 
history, a small program, news or anything else of Interest to 
your fellow ATARI owners. Really, It is not all (hat difficult, and 
think how interesting a page of such articles could be. 

Why do I mention Ibis? Well, as 1 told you in a previous 
article. E produce a local magazine for CAMKA members. El is 
one thing to write articles as part of a group, such as ATARI 
USER, but il is harder to to be the Editor of a publication and 
write all die articles wiEhoul knowing how the readers feel 
about those articles, 1 am always asking for feedback either as 
articles or as comments but receive lillle from my readers. 

Editors work long, hand hours lo produce their magazine and a 
little help in the way of articles is really appreciated. 

Well, that's another one stored on the disk, bul what to write 
about for next Issue?Till then, enjoy your computing 

Mark Hutchinson 
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THE ACCESSORY SHOP 


ISSUE 57 


NEW 

CLASSICS! 


This issue we are proud to he able to offer some 
of the all time classics for the Atari * many of 
which have been unavailable for some time. If 
you arc a new owner you will be astounded by the 
quality of some of these games and if you you are 
an old hand your collection is not complete with¬ 
out these games . Either way, there has never 
before been the opportunity to sample the very 
best of Atari classic software at such tow prices 


STILL AVAILABLE 


TWO POPULAR ROMS BACK IN STOCK 

RIVER RAID * ONLY £3.95 
KABOOM * ONLY £2.95 

See previous issues for full descriptions 
of these great games_ 


NEW! 


TRIVIAL PURSUIT 



DISK 

ONLY 


The classic board game translated to the Atari 
with added question power. Now you can 
answer questions presented with music and 

f jraphics as well as straight lexl. An ideal fami- 
v game or one vou can play on your ow n, 

Over 3,000 questions and all the mechanics of 
the game taken care nf bv the computer. Trivia 
has never been so much fan and has never 
been a mailable before at this price' 

Originally £14.95 

OUR PRICE £4.95 


NEW! 



DISK 

ONLY 


GRUMBLE’S CRISIS 

Cuplain Crumble was one of the characters 
that found a unique place in the hearts of 
many Atari addicts. This truly English creation 
will warm your heart loo ah he rushes around 
trying to round up the Fuzzies who have 
escaped from the Inter-galactic zoo. Can you. 
find and snare the Fuzzies throughout all five 
levels of this game? Be warned ifs not easy! 

Originally £9.95 

OUR PRICE £2.95 



BOULDERDASH 



If vou had tii name jsust a handful of A lari classics, 
Hmddcrdush would surely he among them, r l he original! 
game of coiled! ng jewels while avoiding falling tjoidder| 
si ill lias l lie appeal it had when llrst released. Qua lily 
programming, great concepts anti a Unable character 
ensures that Boulderdash will live on forever, You must] 
have it in your collection' 


OUR PRICE just £1.95! 

BOULDERDASH II 



A must for fans of ihe original Boulder dash and the 
per Cert introduction to KocklWd's underground world 
for (hose yet to experience ihe magic. Ih ah new caves 
in an action strategy game for one or I wo players. 
Blavahle intermissions, 5 levels iff difficulty and no less 
than 324 scrolling screens will keep you absorbed for a 
long time! 

OUR PRICE £2.95 


SUPER HUEY 

A real helicopter simulation with flu 1 added 
excitement of reseue and cornhal missions to 
undertake. Learn the techniques of flying and 
familiarise yourself with ihe instruments ihen 
lake on the challenge of rescuing slrunded 
military personnel, fly over and mop uncharted 
territory or use rockets and machine guns to 
defend a secret desert installation from attack 
by hostile forces. One of the few helicopter 
sims for the Atari* 

OUR PRICE £4.95 


NEW! 



DISK 

ONLY 


ENCOUNTER 

Three-dimensional high speed ad ion In this 
classic that has been hard to find for some 
time. Based on Baltic zone this line arcade 
game was the first hi have Irue MJ and ii 
outclassed. most tat her games before and since, 
Experience one uf the best games of all time 
now before it is loo late! 

OUR PRICE £2.95 


NEW! 



CASSETTE 

ONLY 



OTHER NEW CASSETTES 


SPEED HAWK 

One of Atari's last games for the 8-bif released 
wily U short time ago at full price van now he 
yours at budget price! A smoothly scrolliog arcade 
game in which you must defend the ring worlds of 
your solar system from the menace of Space pi- 
mtes. You alone can pilot the single scater tighter 
tip under lake the task or destroying the mutant 
guardian that protects the Heel of pirate ships, 
waiting to attack 

Originally£8.95 OUR PRICE £2,95 

WINTER EVENTS i 

(ireat Olympic action in five Ibi tiling 
events. Practice or compete hir medals in 
Bobsled, Speed Skating. Slalom* Ski Jump 
and Biathlon representing the country of 
your choice. Excellent graphics and deman¬ 
ding play make this a sure fire winner. 

OUR PRICE £2.95 
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LIMITED STOCK ITEMS 

ALL ITEMS FOR XL/XE ONLY 


INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED 

These items of software are new to us or are replacements for items previously sold out 
Some are in short supply and may not toe available again. Get them while you can! 


ADVENTVRESIROLE PLAYING 


QUESTRON 


An excellent Fantasy Adventure with greet graphics that combines the 
strategic play that SSI became famous for with the world of fantasy 
role-playing lo give a fascinating game Thai will challenge the experi¬ 
enced and enchant the novice. If you have the spark of imagination and 
the perseverance to finish a quest then you may well be ceplivnfed by 
the world of Questron. Excellent Role-Playing adventure. 

disk onl Y OUR PRICE E6.95 


THE ETERNAL DAGGER I JEWELS OF DARKNESS 


Many consider the SSi role-play¬ 
ing games to be among the best. 
This Is lhe tallow up to the best¬ 
selling Wizard's Crown 
DISK 

Original price £24.95 

OUR PRICE £8.95 


Three original classics from Level 
9 - Colossal Adventure, Adven¬ 
ture Quest and Dungeon Adven¬ 
ture (the solulion's in issue 533). 

DISK 

Original price £14.95 

OUR PRICE £6.95 


JINXTER 


An ad verdure from Magnetic 
Scrolls, the learn that set new 
Standards in adventure design 
Requires 1050 or XF55T drive 
DISK 

Original price £19.95 

OUR PRICE £7.95 


LANCELOT 


Maybe Level 9'u best adventure. 
Highly researched and well writ¬ 
ten , set In Ihe times of King 
Arthur 

DISK Ok CASSETTE 
Original price £1-4.93 

OUR PRICE £7.95 


GAMES 


BLUE MAX 


Everyone must have heard of this 
World War Two 3-D flying 
game.We no longer hove the ROM 
cartridge but this classic can be 
yours on disk for a lowly sum 
DISK ONLY 


SUN STAR 


The Sun Star is the fastest and 
most powerful craft ever built and 
you must pilol it la recover crys¬ 
tals from the solar grid. A slightly 
different arcade game. 

DISK ONLY 


OUR PRICE £2.95 I OUR PRICE £2.95 


SPIND1ZZY 


Well known and highly regarded 
game in which the elm is lo explore 
end map a 3-D world. Excellent 
graphics and testing puzzles 
DISK ONLY 

Original price £9.95 

OUR PRICE £4.95 


SMASH HITS 7 


Four great games - Colossus Chess 
3, Eleclraqhde, Blue Max and Alley 
Cal This sold out very quickly last 
time! 

DISK 

Original price £14.95 

OUR PRICE £3.95 


PAC-MAN 


Possibly the most well known ol all 
computer games. Still a classic and 
still in demand 

KOfVl CARTRIDGE 
Original price £12.95 

OUR PRICE £6.95 


INTERNATIONAL KARATE 


Atari owners wailed years lor this 
and when it finally arrived everyone 
raved ever il. Still the best karate 
game around. 

DISK 

Original price £9.95 

OUR PRICE £4.95 


WAR GAMES 


NATO COMMANDER 


You are commander at Nats and 
your task Is to defend Europe 
from Soviet Invasion. Top class 
graphics, live scenarios 
DISK 

Original price £1-4.95 

OUR PRICE £5.95 


BATTLECRUISER 


The complete simulation ol World 
War 1 and World War II surface 
bottles in the AUanlle from SSI. 
Simple graphics but detailed play 
DISK 

O rigi fia i pH re £ 19.95 

SOLO OUT 


DECISION IN THE DESERT 


Take command at the Battle ol El 
Ala mein. You can lead either side 
in this accurate simulation from 
the creators of F-15 Strike Eagle 
CASSETTE 

Original price £14.95 

OUR PRICE £5.95 


PANZER GRENADIER 


A wargame ol German armoured 
infantry on the Eastern Front. 
Five historical simulations, skill 
levels, joystick control, graphics 
DISK 

Original price £19.95 

OUR PRICE £9.95 


FIELD OF FIRE 


From Ihe sands of North Africa and lire beaches ol Normandy lo the bridges -of 
The Roar and the forests Ol The Ardennes you'll lead Easy Company Into the 
crucial battles of World War II Thl* fine tactical simulation is historically accurate 
and requires good planning and execution to recreate or aller history. To heighten 
Ihe realism and Immediacy during play, special nllcnlion has been given lo the 
Hi-Rss colour graphics and lively sound eflacts. 

DISK ONLY OUR PRICE £6.95 


NEW ITEMS ON THIS PAGE 


BLUE MAX 
SUN STAR 


FIELD OF FIRE 
QUESTRON 


CHECK THEM ALL OUT! 


SIMULATIONS 


MIG ALLEY ACE I SOLO FLIGHT 


An aerial combat simulation set 
in Korea with 3D graphics, cock¬ 
pit Instrumentation, different skill 
levels and much more 
DISK 

Original price £1*4.95 

OUR PRICE £6.95 


A very neat flight simulator, not 
as complex as FS2 but still with 
the real led of flying. Ideal to 
learn on before trying FS? itself! 

DISK 

Original price £14.95 

SOLD OUT 


ARCHON 


Available again, the unique mys¬ 
tical bailie set one chess board. 
Control the squares in a battle 
between forces of light and dark 
HOM 

Original price £14.95 

OUR PRICE £7.95 


COLOSSUS CHESS 4 


Claims lo be ine heat chess prog¬ 
ram of all. The writers or 5argon III 
would disagree, but there is no 
doub this is a lire Chess simulation 
particularly lor advanced players 
(’ASSETLE ONLY 
Original price £1-4.95 

OUR PRICE £6.95 


WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE 
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Here's the list of alt the other items still in stock. Many of 
these programs will he familiar hut if you want to know 
more check out the past couple of issues where all of these 
programs have been more fully described. Some real clas¬ 
sics and some great bargains! 


GAMES 


BATTLEZONE 

Anolher cracking arcade Don version thal set new 
standards. Command a tank on the battlefield 
under attack Irom enemy tanks and ltying saucers. 

ROM N 'ormtfty£14.$5 OUR PRICE £7.95 

POLE POSITION 

The ultra-realistic graphics end sounds ol the 
Grand Pox explode into your living mam in this 
computer version ol the classic arcade hit. 

ROM NumaNyaSBS OUR PRICE £6-95 

ROBOTRON 2084 

You're the only being left who can defend humanity 
against the Robotron armies! You've got ip move 
quickly to rescue the dalenceless humans 
ROM tormafy £12-95 OUR PRICE £6-95 

US FOOTBALL 

American Football is now a big craze in this counlry 
and you can now play at home. Outsmart the 
defence, make tackles, selecl plays and mare. 

ROM NomsHy£12.95 OUR PRICE £6-95 

EASTERN FRONT (1941) 

The classic war simulation by Chris Crawtord ihat 
astounded Atari users when it was released Based 
on Operation Ba rbareasa on the border of Russia 

ROM Normally£12.95 OUR PRICE £6.95 

MOON PATROL 

Your beaf Sector Nine, home of the roughest, 
toughest thugs in ihe galaxy. Great 3D graphics 
and good music in this arcade conversion. 

ROM fttormaDV £ 12.95 OUR PRICE £6,95 

MISSILE COMMAND 

Another ol the all time classic arcade games thal 
has you defending cities From missile attack For 
one or iwo players. 

ROM NemiaHy£14.95 OUR PRICE £5.95 

ZAXXON 

One of the aU time classics For ihe Atari, Zaxxon set 
new standards with ifs unique 3 dimensional battle 
field end great graphics 
DISK RRP £9.95 disk 

CASS £9.95cas5 OUR PRICE £2,99 

HARDBALL 

American League baseball at it's very best. A highly 
regarded game check Ihe review in issue 45 THE 
besi sports simulation on the Alan' 

ROM Normally £ U 95 OUR PRICE £7.95 

TAIL OF BETA LYRAE 

Our A Z of Atari Software series says "The uIk-male 
■Scramble' done with superb graphics and music." 

A great horizontal scroller 

CACS OUR PRICE JUST 99p 

BALLBLAZER 

From Lueaslilm, this top quality splil screen game 
lakes place in a games arena of the to lure. Two 
player simultaneous play 

ROM Huma/ty £14.85 OUR PRICE £6-95 

FIGHT NIGHT 

Fight Night brings you all the thrills of Ihe boxing 
ring as you face the most bruial fighters euei in five 
separate battles, 1/2 players 
ROM Normally £f 4.95 OUR PRICE £7,95 

STRANGE ODYSSEY 

At ihe galaxy’s nm. there are rewards aplenty Lo be 
harvested tram a long dead alien civilization. Fabu 
■DUS graphic adventure 

DISK Original price £19.95 OUR PRICE £7.95 

ZORK 1 

One ol the most famous adventures of all time 
Classic tntocom m (tie original bos and packaging. 

A real bargain 11 

□IS K Crigwafy £29.95 SUPER PRlC E £2.95! 


GAMES 


SUPER BREAKOUT 

Breakout was the original simple yet totally addic¬ 
tive game and this enhanced version will provide 
even more addictive tun. Needs paddles 

ROM NorrnaUy £9.95 OUR PRICE £3.95 

LODE RUNNER 

Another classic perhaps ihe best qF aU platform 
games. Includes a unique extra thal allows you to 
create your own levels. 

ROM Normally £H 95 OUR PRIC E £7,95 

ONE ON ONE 

Play basketball with two ol America's top players In 
this groat sports simulation which features realistic 
offensive and defensive moves 
ROM NonmNy£14.95 OUR PRICE £6.95 

DESERT FALCON 

A version ol the classic Slue Max thal finds you 
flying across the desert Indiana Jones style sear 
ching the desert sands. 

ROM Normally £14.95 OUR PRICE £7,95 

CAVERNS OF MARS 

Winner ol one of ihe Rrsl Atari programming com¬ 
petitions. this was one of the first vertical scrollers 
and remains much sought alter LAST FEW WITH¬ 
OUT BOX BUT WITH FULL ORIGINAL MANUAL - 

DISK LOW PRICE £4.95 

KABOOM 

Challenge Ihe master bomber as he tnes lo bomb 
you out ol sight Great run. especially tor the kids 
who will love it 

ROM Original £72.95 SPECIAL PRICE £2.95 

RIVER RAID 

One or Ihe classic scrolling games irt which you 
tight your way up nv-er, bombing and shooting ev 
anything insight, 

ROM OflgfrralV f T4 95 S PEC IAL P RIC E £3:95 

MAXWELL’S DEMOH 

A simple yet challenging puzzle garno which will gel 
you totally addicted In fact two games in one for 
double the fun 

DISK Originally £9.95 OUR PRICE £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One oF ihe mnosl famous platform games ihat has 
you running and lumping aver everything in sight. A 
really classy game 

CASS Qrigmtty£9.9S OUR PRICE £1.99 


APPLICATIONS 


MASTERTYPE 

Now anyone tan learn to type whilst playing a 
challenging game One ol the original 'game based' 
lyping tutors and a bargain priced ROM 1 
ROM FIRE £14 95 OUR PRICE £2.95 

MICROSOFT BASIC 

Microsoft Basic is ideal is you want to convert 
programs Korn other machines as il contains many 
of the commands missing from Atari Basic 

DISK RRP£995 OUR PRICE £5.95 

LETTER WIZARD 

For those who need a lilllu more sophistication in a 
word processor, Latter Wizard gives you all of the 
features you would expert 

DISK Original Price £1995 NOW £5,95 

INVITATION TO PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettes and TWO workbooks and does not 
require invitation To Programming 1. 

CASS Original Price £12.95 OUR P Rl C£ £2.95 


APPLICA TIONS 


MUSIC PAINTER 

An exciting educational program ihat hgkps to teach 
music by using colours instead ol notes For chi I 
dren of adults alike 

DISK Original£14.95 OUR PRICE E7.95 

MACRO ASSEMBLER 

The Macro Assembler will allow you la create your 
own machine language games and applications 5 
times faster than with the Assembler Edtor 
DISK Normally 09 .95 OUR PRICE £7.95 

PLANETARIUM 

A (ascinaiing look at the heavens. Gvui 1200 stars. 
35 constellations, the solar system and more than 
3TJ0 deep-sky objects are depicted -1050 DRIVE 
ONLY please state when ordering il you have a 
US Doubler 

DISK Normally £16.95 OUR PRICE £ 6-95 

PROOFREADER 

Users of Alariwriter will be delighlad with this, the 
long tost spelling checker for the Atanwriler car 
tridgel 

DISK OUR PRICE £5,95 

BASIC CARTRIDGE 

Some programs, especially some early public do- 
main programs won't run on the XL.-'Xfc bul they will 
il you plug in the old version of Basic. 

ROM OUR PRICE £3-95 


EDUCATION 


JUGGLES RAINBOW 

A tirsl computer experience lor children aged 3 to 5 
thai teaches Ihe concepts OF above, below, tell and 
right plus loiter recognition 

DISK CASS OUR PRICE £5.95 

JUGGLES HOUSE 

Another For 3 to b year olds leaching Lhe concepts 
of inside, outside, upper and lower w»tFi Juggles 
House and Toys hell. 

CASS OUR PRICE £5.95 

SPECIAL OFFER * PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9,95! 


BOOKS 


EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went out of prim 3 years ago and we 
have been searching tor a replacement ever singe. 
We are absolutely delighted to Fiave tound more 
slocks ol one of the besl beginner's books ever 
published 

NEW REDUCED PRICE £4.95 

MICRO ENQUIRER 

A large tormat book Ihat covers The world ol micros 
in genorai with some spacilic Aian sections The 
book oonlains a lot of worthwhile background infor¬ 
mation on home computing 

Published price £8.95 OUR PRICE L2 OQ 

ATARI ADVENTURES 

An excellent book written by adventure expert Tony 
Bridges covering adventures in general and show¬ 
ing Fiow you can wriie your own adventures 

Pushed price £5.95 OUR PRICE El.50 

WRITING STRATEGY GAMES 

H you are Fed up wilh simple arcade slyle games 
but are nol sure ol the maths required m writing 
'thinking games like chess here is a book that will 
help you out 

Published price £5.95 QU R PRICE £1.50 


New Atari User - luge 57 


45 









ORDER FORM 

ALL ITEMS FOR XL/XE 


NEW SOFTWARE 


BLUE MAX 


BOULDER DASH £1.95 


BOULDERDASHII £2.95 


£2.95 


■EBB 


COLOSSUS CHESS 4 

£6.95 

mm IN THE DESERT 

£5.95 

ENCOUNTER 

£2.95 

ETERNAL DAGGER 

£8.95 

FIELD OF FIRE 

£6.95 

WTTEniUnOtlAL KARATE 

£4.95 

JEWELS OF DARKNESS 

£6.95 

JINXTER 

£7,95 

LANCELOT (Disk) 

£7.95 

LANCELOT (Cass) 

£7,95 

MIG ALLEY ACE 

£6.35 

NATO COMMANDER 

£5,95 

PAC'MAN 

£6.95 

PANZER GRENADIER 

£9.951 

umtrn 

£6.95 

SMASH HITS? 

£3,95 

_ 


m\ 


SUN STAR 

£2.95 

SUPER HUEY 

£4.95 


trivial pursuit E 4.95 


SERIOUS SOFTWARE 


BASIC CARTRIDGE 


HOWE FILING MAN .,'PAY OF 


IN. TO PROGRAMMING 2 


JUGGLES HOUSE 


Price Total 


£3.95 


a 


JUGGLES RAINBOWHOUSE 


JUGGLES RAINBOW ■ DISK 


LETTER WIZARD 


MACRO ASSEMBLER 


MASTERTYPE 


MICROSOFT BASIC 


MUSIC PAINTER 


PLANETARIUM 


PROOFREADER 


Total 


PUBLIC DOMAIN ETC. 



ISSUE 57 DISK 

£ 2,95 

m REFERENCE GUIDE 

1 1 6.95 


Total 


BOOKS 

Title 

Price 

EASY PROGRAMMING 

im 

MICRO ENQUIRER 

E 2.00 

AMI ADVENTURES 

£1.91 

M&STRATEGY GAMES 

£1.50 

Total 


TELEPHONE ORDERS 0785 213928 


GAMES SOFTWARE 


Qty. Title 


BALLBLAZER 


BATTIEZGNE 


CAVERNS OF MARS 


DESERT FALCON 


EASTERN FRONT 


HARDBALL 


LODE RUNNER 


esc mm 


MISSILE COMMAND 


MOON PATROL 


MR ROBOT ■ DISK 


ONE ON ONE 




RIVER RAID 


ROBQTRQN 20B4 


STRANGE ODYSSEV 




US FOOTBALL 


im ON-CASS 


ZAKXQN ■ DISK 


ZOHK 


PAGE fi SOFTWARE 


All on disk unless shown 


CASSETTES 

see inside front cover 



99p CASSETTES 


Tills 

Price 

TAIL OF BETA LYRAE 

£0.90 




Qt>. Title 

~ TRANSDISK l~ 

_ TARITALK 

MINI OFFICE II 
SPELL ME * Disk 


Price Total 

£12.95 

£19.95 

£14.95 

£6.95 


FREE NtBBLER - 

IF ORDER TOTALS fffl of more (lex postage! 

flSKONLr-IKAFKaUIKD 


TOTALS 

Software £ 

Books £ 

Post and Parting on above £ 1.00 

Public Domain E 

PAGE 6 Software £. 

Total £ 


NOTE: Post and packing as shown MUST be added to alt software excluding 
special cassettes, puttie domain and PAGE S Software- Most goods wilt 
despatched within a few days but please allow up to 28 days for delivery 


_ □ \ enclose cheque/P.O, for £ 

Address - □ t authorise you to debit my credit card 

- Qvisa □ ACCESS □ EUROCARD □ mastercard 

----—- My card number is: 

- □□□□□□□□□□□□□□□□ 

Total Order £ Expiry date: □□ nfl 

OVERSEAS postage PLUS 25%“ £ 

Total E Signature _ 

■* Net overseas POSTAGE can sometimes exceed the value of the order ■ if 
this occurs WE hall write to you reeore sMPPiNc Please ensure that the name and address shown are 

Please make cheques payable to PAGE 6 the same as the cardholders. 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 


NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE OFtOEft ■ IF 
THIS OCCURS WE WILL WRITE TO YOU BEFORE SHIPPING 














































































































































































EDUCATION 



W hat's this? Educational 
software from Gremlin 
Graphics? Yes. -Shoe 
People is ihe first of a planned 
series of releases on Gremlin's 
"First Class ' label. It's aimed at 
children In the 4-8 years old age 
Croup and designed io help 
achieve competence in a wide 
range of basic skills. The prog¬ 
ram Is based on the Shoe Peo¬ 
ple, a TV cartoon series popular 
with young children. Its charac¬ 
ters are different kinds of shoes, 
and their ’'personality" is deter 
mined by shoe type. For exam¬ 
ple, Trampy i±s a scruffy looking 
character who looks like a tramp's shoe. 
The package Includes two single sided 
disks; a badge showing one of the fea¬ 
tured characters; four disk labels for any 
wnrkdisks you use; a Shoe People slniy 
book; and a 28 page instruction manual. 
The program consists of six separate 
' activities", each featuring the Shoe 
People, 

THE GAMES 

TJiAMPY WSITS HIS FRIENDS 

choose which of eight friends (represent¬ 
ing eight difficulty levels) you'd like 
Trampy lo visil. On the way he has Io 
identify various objects that have fallen 
off a lorry. The easiest level involves 
matching (he objects wilh ones from a 
selection presented on screen, unci prog¬ 
resses upwards through word matching, 
to spelling out I he object's name. Answer 
correctly and Trampy finds his friend at 
home. Too many incorrect answers cause 
the friend in be oul when Trampy arrives. 

SGT MA/GR SQJiTS IT OUT - Baby 
Bootee bus knocked everything off the 
shelves in Sgl Major's store cupboard. 
Help him return the Items Lo their correct 
shelves, based on their shape, colour, or 
pattern. Correct answers raise a Hag lo 
I he top of the flagpole. 


Title: SHOE PEOPLE 

Publisher: Gremlin Graphics 
Price: £25.99 

Reviewer; John S Davison 


r ind the correct uuord 

%, *3l.m j^std 


^wjfiM ’ fmi*ri 

Ft» h / *+;*#***mfrmwk 


sail 

sane 

i j 

sheep 

sack 



you to draw your own pictures 
or colour in pictures of the Shoe 
People provided by the program. 
Pictures may be saved to a 
work disk or printed out, the lat¬ 
ter only as lint 1 drawings as col¬ 
our fills arc Ignored, However, 
this does mean you can then 
colour them an with paints or 
crayons on paper - an extra 
bonus activity! 


PRESENTATION 


THE GREAT ALPHABET ROBBERY 

- help PC Boot slop Sneaker escaping 
with the letters of the alphabet, by solv¬ 
ing anagrams of words already encoun¬ 
tered in "Trampy Visits His Friends". Cor¬ 
rect Einswcrs lake Sneaker closer lo PC 
Boot's police stalion, while incorrect ones 
move him closer lo the bridge over which 
he can escape, 

WELLINGTON GOES TO THE PARK 

help Wellington get really muddy by 
correctly answering questions on num¬ 
bers at four difficulty levels. It Involves 
counting and adding, using blocks, spots 
on dice, or numerals. Problems appear 
<>u one side of a see-saw causing it lo tilt. 
Correct answers eausc the see-saw lo 
balance and Wellington to jump around 
if] a very muddy puddle. Five correct 
answers sec Wellington completely co¬ 
vered in mud, but one wrong answer 
causes a rn I nr loud to appear and rinse 
him completely clean agaiiil 

CHARLIE'S BIG DAlf help Charlie 
the Clown lo remember his tricks at 
three difficulty levels. It's based on the 
old "Simon memory game - at the easy 
level you have to remember an ever in¬ 
creasing sequence of tricks performed by 
Charlie, the Idea being to build up as 
large a sequence as possible. At medium 
level the I ricks are randomly generated 
on each turn. At the hardest level Charlie 
performs a set sequence of t ricks twice, 
but slops pari way through the third run 
through. You then have to indicate what 
comes next. Tricks are periodically added 
to the sequence to make It harder still 

MARGOT'S MAGIC COLOURING 
BOOK ■ a simple art program allowing 


Presentation of Sh{>c People is 
generally very gt>od. The graphics arc 
bold and colourful, and the animation is 
neatly done. The sound seems lo be in¬ 
ternally chip generated, with no obvious 
sign of sampled sounds. It’s competently 
handled, although there are several 
strangely silent gaps In places, A few 
extra sound effects would have Improved 
this. 

And now for the niggles, To siart wilh 
ihr loading instructions are Incorrect - 
the program will never load il you follow 
them! Also, you're not told that each disk 
has tn he booted separately. More 
seriously, 1 thought the program handles 
wrong answers In a rather Intimidating 
manner - young children jusl don't like 
seeing big crosses against their work, 
especially if anyone's watching. And 
although you’re shown the correcl 
answer, you’re not usually given a 
second attempt at the problem. 1 didn't 
really like program's use uf both upper 
and lower case letters either, as many 
young children could be confused by 
this. The most serious problem r found 
was that tn Alphabet Robbery you can't 
coiTect answers you've mis-keyed - the 
backspace key isn't supported - a bad 
Idea in a program designed for young 
children. 


CONCLUSION 

In summary, I was a little disappointed 
w r lth Shoe People, 'live idea and presenta¬ 
tion an 1 excellent, and children will love 
the graphics, but il's let clown by a lew 
niggling problems. If the authors hud 
taken a little more care ic really could 
have been a "First Class" program, 
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MUSIC 


WITH YOUR ATARI 



REVISITED 


John S Davison’s 
regular guide 

A ljout eighteen months Eigo (in Issue 48] I wrote about 
a wonderful new music program for the ST called 
i Band -ill- A-Box, Since then (he program has enjoyed 
great success selling well over 30,000 copies, helped no 
doubt by author Peter Gannon's policy of continuous product 
development. The program has now reached Version 5, so It’s 
worth taking another look to see what's been added since 
Version 3. the subject of my previous article. 

For (hose unfamiliar with Band-In-A-Boxlet me briefly ex¬ 
plain what it does, Its purpose is to rapidly produce a profes¬ 
sional quality "backing track" accompaniment for any song, 

I n concept it's rather like I he auto-accompaniment features 
found cm certain Yamaha, Casio, and other makes of home 
keyboard, but here the functions arc implemented in soft¬ 
ware running on your ST and u r nrk via a MIDI attached 
synthesiser. 

Unlike home keyboard accompaniment features Band-In- 
A-Box doesn't work In real-time - you h ave to sei up a song in 
a spreadsheet-!ike table first. Yon tell ii which chords to play 
(using si in pie chord symbols such as Bb, G7, etc. rather than 
music notation); where the chord changes occur: die musical 
style to use [Rock, Ballad. Boogie. Country, etc.); plus details 
about the structure of the song such as how many verses, 
where ihc chorus starts, and so on. This is much quicker to 
do lhan explain as you can enter a song and be playing it 
back In Just a couple of minutes, You can then play or sing 
the main melody line Eilong with it to complete the perform¬ 
ance, or even export the accompaniment as a MIDI Standard 
File lo other music programs for further enhancement, IT you 
don’t like the style you just select a different one, and the 
program quickly regenerates a new accompaniment using It. 
You have lo see and hear it in action to appreciate how will it 
works - it seems almost magicalf 

You can purchase V5 either as a complete package for £39. 
or as an upgrade from previous versions for around £49 
(from Zone Distribution, Unit 6/70, Eurelink Business Cen 
Ire, 49 Effra Road, London SW9 LBZ, phone 071-738 54441- 
This buys von four disks and a new manual. Included are a 
program disk; two disks full of accompaniment "styles": and 


a ' MIDI fakebook' disk holding about one hundred ready made 
songs. It requires a I MB ST(F.) with colour or monochrome 
monitor, and! of course yon need a MIDI synthesiser lo play the 
sounds, This should he capable of multiUmbra] operation (i.e. 
can play different instrumental sounds simultaneously) with ai 
least 12 note polyphony (can play 12 notes simultaneously I to 
fully exploit V5's new features. 

Band-In-A-Box V3 produced three part arrangements (or 
piano, bass, and drums, in 24 different styles, but Version 5's 
capabilities now go much further than this. In fact, it addres¬ 
ses virtually all of the (mild) criticisms I raised in my previous 
article. 


FIVE PARTS 

The first big di (Terence over earlier versions is that h can now 
generate up lo FIVE instrumental parts in the accompaniment 

drums, bass, piano, guitar, and Strings. There’s also provi¬ 
sion for a sixth part, horns, lo Hr fully implemented in a later 
release. 

At first ( was a little disappointed with the sound of (he four 
and five part styles, as they didn’t seem to add thal much Lo 
the music when compared with earlier three part equivalents. 
A little experimentation Lo find the best guitar and string 
patches on my Yamaha YS-200 synth soon fixed this though, 
and in no time I had a guitar part providing a crisp rhythmical 
contrast to the piano and the strings supplying a soli back¬ 
ground pad sound. El really did sound rather nice. 

In future the problem outlined above may be helped by new 
feature number two, which involves General MIDI, No, tills 
Isn't the commander of the military wing of Yamaha, bn l ei 
recent enhancement to the MIDI specification. I'll be covering 
this lopic in a future article, so 111 just describe it briefly here. 

General MIDI is designed to eliminate Ihc anarchy that cur¬ 
rently exists in the area of synthesiser patch numbers and the 
sounds they represent. For instance, patch 23 on Manufactur¬ 
er A s synth might be a piano sound, but on Manufacturer Li’s 
Instrument It's likely lo be something totally different like 
electric bagpipes, a Bosnian nose- harp, or sojtlpI hing equally 
peculiar (and unusable)! Sequencer songs set up for the first 
synth would obviously sound terrible if played back on the 
second one. Fixing the problem Involves manually changing 
the sequencer file to use the correct patch numbers for the 
second synth - a tedious exercise. 

General MIDI eliminates this hassle by defining a standard 
set of 128 synth sounds and palch numbers Lo Invoke them. 
These will be included ora all GM compatible synths in future, 
and any sequencer file set up for GM may then be played back 
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on any G.V1 compatible aynlh and product lhe correct sounds. 
It sounds obvious, but it's taken TON YEARS to get in this 
standard! 


PATCH MAP 


Band-In-A-Hex V5 provides GM support. The styles contain 
built-in patch, changes using GM patch numbers. so if you use 
a GM compatible synth you should get acceptable sounds 
straight away. I! yours isn’t compatible then you can use 
Band-In-A-Box’s new Patch Map facility. With this you can set 
up a table showing which patch to use on your synth for each 
of the GM patch numbers. It still takes some experimentation 
to find the best sounds, but once set up you can save the map 
on disk and reload it whenever required- if you wan! to use a 
different non GM compatible synth you simply repeat the proo 
edure to create an appropriate map. 

For further flexibility you can also set your ten favourite 
patches for each part in an arrangement and switrh between 
them on demand during playback. This lets you experiment 
with the texture of an arrangement as It plays, It'S even 
possible to set up favourite "combos" - sets of patches which 
can be changed for all instruments simultaneously. For Inst¬ 
ance you could set up a Jazz combo, nock combo, etc. 

Major change number three (which actually was Introduced 
in V4 and Improved further in VS) is I ha I you're no longer 
limited io the accompaniment styles built info the program. It 
now has a funrlinn called StyleMaker. which allows you to 
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Bond-fa-A-Btuc's main editing screen and the Drum Editor 


define your own styles - and they can be as simple or as 
complex as you wish. For Instance, a slyle can include up to 
GOO user defined patterns (sections of music making up a 
style}, each of whic h c an be triggered by different circumst¬ 
ances, e.g. they might be assigned to play only on certain 
chord types, or played only in even numbered bars, or odd 
numbered bars. 

Creating a new style can be quite complicated, but you can 
start with something simple and work your way up. Style Mak¬ 
er's screens aren’t very graphical, but using them isn't as 
difficult as It looks. Drum pallcrns are entered in step-time 
using a grid based drum rhythm editor, but patterns for other 
instruments have to be played in real-time from a MIDI 
keyboard. You only use one chord for this (he chord of C7 - 
although you can Include any note you wish by using the riff 
based option if required. Band-In-A-Box automatically bans 
poses these to work with any other chord requested in a song. 


100 STYLES 


The style disks include the original set of styles; twenty five 
new three instrument styles (originally released separately as 
an accessory disk, I believe]; twenty five new four and five 
Instrument styles; and about t hirty reworked versions of the 
original sty les using differing numbers of instruments. The 
disk also contains a folder of demo songs, permitting rapid 
auditioning of styles without the need to enter stings yourself. 
There are so many styles provided that you may never gel 
round to producing any of your ownt 

Major change number four is the provision of a built-in 
sequencer, so you can now record a melody line along with all 
those accompaniment part s. Previously. Band-1 n-A-Bux was 
purely an accompaniment generator, but now you can use It to 
record and play back complete MIDI songs! The sequencer’s 
functions are accessed from a new pull down menu, which 
covers real-time recording, quantising, step-time note editing, 
insertion/deletion of beats and bars, transposition, and sun¬ 
dry other functions. The supplied MIDI "fakebook' disk con¬ 
tains over 100 complete stings created with this feature, and 
most of them sound really good. 

Other new but less spectacular improvements include ilric 
ability to mute Instruments on demand; change from straight 
to swing feel and vice-versa: support for additional chord 
types; MIDI support for instrument volume, panning, reverb, 
and chorus effects, and patch bank switching. Full support for 
Roland's SC-55 Sound Canvas synth expander is included loo, 
as this was the tirst instrument available to use General MIDI. 

The only complaints I have are that StyleMaker seems to 
crash whenever you exit from it, and the program's facilities 
have now begun to outstrip the capabilities of my computing 
and MIDI setup! It’s now relatively easy to run out of memory 
with only 1MB, so 111 have to make that long postponed 
upgrade to 2MB soon. Also, the 8 note polyphony of my 
Yamaha YS 200 synth isn't enough for properly handling 5 
pari styles - 1 have to mule excess notes through to my old 
Yamaha PSS-680, which really Isn’t In the same class snniral- 
ly. Another expensive upgrade coming soon, perhaps? 

I've always liked Band-In-A-Box and its continuing evolution 
has turned it into one of the most useful MIDI music programs 
around. It s generally easy to use, produces professional 
sounding results, and is great fun too. And with StyleMaker 
you now have all the flexibility you could want for producing 
your own unique styles. It‘s an essential tool idr anyone in¬ 
terested In making music with their Si Once you buy it you'll 
wonder how you ever managed without it! 
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ADVENTURE 




A t last another superb tcxl a riven 
Hire! Hut before 1 any of you who 
may think you don't like lexl 
adventures stop reading - remember that 
this is the nineties - things have 
changed! Yes, there Is lots of text that 
you have to read, but it is a good plot and 
there is lots of humour. No. you don’t 
have to type anything! Yes, there are lots 
of pietures and even arcade sequences 
for you io play as well! 

In t he same way lhal games like The 
Secret of Monkey Island, Cadaver, EKira. 
and SpelLcasling HOI: Sorcerers Gel All 
The Girls (sadly nol available on the ST) 
have broken new ground in order to pro¬ 
vide the games-player with a detailed 
adventure driven by mouse and Joystick, 
SO loo Suspicious Cargo has lots oi bril¬ 
liant ideas crammed into )t to make stay¬ 
ing an adventure more fun than ever 


screen, movement is 
done by clicking on 
Hashing compass 
points at the bottom 
oi the screen, some 
locations have full 
screen pictures you 
can access - often 
with animation I 
love Lhc main ship's 
console on the 
bridge, with the cen¬ 
tral screen playing 
Space Invaders! 

All the things that 
make adventure 
games easy to play 
arc built in - ability to recall and change 
the last thing you typed. RAM SAVE and 
RAMLOAJ3 as well as standard ones to 
diskette, large letters if you wish lo see it 


46 lots of 
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before, 

Traditionalists CAN type in commands ii 
Lhcy want to, and reconfigure the screen 
to remove all the non-text areas. Or you 
can just point and eliek at the icons 
which scroll up and down the Left side oi 
the screen. As soon as you click on a 
verb the list is replaced by pictures of all 
the items in the room or in your hands so 
that you can select one of them. In this 
way you can build up sentences like 
'PUTTHE RED KEYCARD EN THE SLOT 
With a few mouse click a, 

People you meet in the game appear in 
little monitors across the Lop of Lhc 
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Title: 

SUSPICIOUS CARGO 

Publisher: 

Gremlin/Exile Designs 

Price- 

£25.99 

Reviewer 

John Sweeney 


better on a TV 1 an so on. 

There are hull a tloxen places where the 
game switches into arcade style with full 
screen graphics - solving a circuit board 
puzzle, fighting off pirate boarders, track¬ 
ing a deadly alien through a maze, trying 
to land a ship through an asteroid 
swarm. Although the sequences are short 
they are great fun and if you don’t like 
them or can'i solve them It lie landing is 
VERY hard!) you can bypass them - you 
lose a few points, but you get to carry on 
the game! An excellent design! 

So. the implementation Is super - defi 
riilcly an adventure lor the nineties. 

What about the adventure itself? 

You play the part of Jonah I layes. a 
space bum with a clapped out 
spaceship. Your day starts badly 
enough when you are woken with a 
message that you have been hired to 
transport a i rate to Earth and they 
PONT want customs to examine the 
crate! IF you can avoid the thugs 
who are out to gel you before you 
even reach your ship, and IP you 
manage to get the ship off Hie 
ground, and IP you can work out 
how to repair the ship's computer so 
that you Can warp a way from the 
official ship which wants you to 
heave-to and be searched. THEN your 
troubles arc only just beginning! 

Tile game Is subtitled Out of Luck in 
Outer Space" and they mean it! El it can 
go wrong il will go wrong your ship is 
low on air. you have an illegal hitchhiker, 
the genetic mutant in the crate breaks 
out and wants to kilt you, pirates try to 


board your ship, death lies in wait at 
every turn - thank heavens fora 
RAM SAVE! 

Mapping is also a thing of the past! Most 
of the action takes place on three space¬ 
ships, just click ori the A2Z icon and you 
get a lull screen map of the ship. Click on 
an area fora detailed plan of that sec¬ 
tion, showing nol only the rooms but also 
where all the other characters In the 
game are! Click on an area and tile game 
takes you straight there! Superb! 

The game isn’t quite perfect - the parser 
has a couple ol minor Idiosyncraries, for 
example 1 occasionally got confused as to 
whether 1 should put something ON or IN 
something else, the cable on the code 
breaker only appears if you pul Lhc code- 
breaker down, and you need to resort to 
the keyboard once or twice to save your 
self a lot of lime by typing GET ALL or 
DROP ALL, But overall, especially for a 
Eirst offering from a new team, the game 
is great! 


0 SfGHTSi SOU1VD JjXs o f great 
graphics, nice music on Ihe irdno 

9 GAMEPLAY blvcellent mouse-driven 
interfaces, lots of places io explore and 
lots of puzzles to solve 

• VERD7CT A must/oral! adventure 
players . and if yon have a warped 
sense of humour and like a challenge 
you should definitely giv*' it a go 


50 


Issue 57 - New Atari User 







































SPORTS 



T his game Is an interesting hybrid. 
In the world of sorcer games this 
oint' lives in two camps at once 
arid makes a good effort in both, Man¬ 
chester United for t ho se who do not 
know are an English Soccer team with a 
great deal of history. They also have a 
v ery good recent record of coming second 
In nearly all of the major competitions 
and (his game seems to he set up to help 
the player manage something very simi¬ 
lar all hough there is a slim hope lhal the 
player might win! 

Play c onsists of two separate sections 
management and matehday. The man¬ 
agement portion Includes all those mun¬ 
dane things that Managers obtain large 
salaries and spectacular firings far and 
the match day is where all the earlier 
machinations pay olT (or don't as the case 
may he), 'fhe management side of (he 
game follows l he: precept set down in l he 
classic Football Manager although it 
manages it in a more graphic and sup 
portivc way. 

The game assumes that the aspirant 
player wishes to coach Manchester Uki. 
although there are menu options to allow 
you Lo change both players and team 
names and as such it is quite possible to' 
have Roy Race as player/manager of [Wel¬ 
ches ter Rovers, The first management 
task is to look at the team. This is done 1 


menu Ihere is the 
training log. Here Ihe 
same players are 
shown in their slate 
of training. It is, 
however, a little con¬ 
fusing that Goalkeep¬ 
ers are assumed to 
need the same skills 
as strikers and whilst 
1 am happy (o accept 
(hat Centre Forwards 
need to learn the art 
of'finishing’ it seems 
a little pointless for 
the man in the nets! 
There is no corres¬ 



ponding‘saving shots’ skill. Despite ibis 
sort of anomaly the training seems to 
have beneficial effects on players apart 
from those strenuous days when they get 
injured. 

There are also quite complete transfer 
menus that allow' almost any player in 
the league to he bid for and, true to the 
United open cheque book ethos, there is 
no budget imposed on the manager and 
sc> four million pound deals are quite In 
order. 

Once the training and transferring has 
been taken care of then selecting the 
team for next week becomes necessary'. 
This is done from another snb menu and 


with whistles and yellow cards hut unfor¬ 
tunately there is no player identification 
so that you cannot teti which player per 
forms well or who scores. Still it seemed 
lo me that scoring was a lost art. The 
teams seemed to attack hut both goal¬ 
keepers had second sight anti positioned 
themselves correctly most of the Lime. My 
record after six games was Played G Won 
2 Drawn 4 l^osl 0 Goals For 2 Goals 
Against 0- This did not lend itself lo ex¬ 
citing or enthralling football. Had 1 not 
been selecting the all out attack mode of 
football with five forwards and two in 
defence E suspect no goals would ever 
have been seen! 


by clicking the team photo and produces its selection also informs you as Lo the 
the list of signed players and their nit- training injuries sustained lhal week, 

ings iri (heir various skills. In a separate Although ii is possible in see your sehc- 
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dulc there is no option to scout Ihe 
opposition and so your preparations 
are blind. Several formations are on 
offer as ihe mol of your team and 
once this has been selected you are 
prompted for someone to lake each 
individual position, '[’here is no 
apparent idiot prtjolirtg here so it is 
perfectly allowable to play centre 
forwards in goal. Maybe this is why 
it is possible' lo train goalkeepers in 
finishing? 

Should you make a mistake arid 
not notice It before the last player is 
selected there is no chance to 
change or review the learn. Once the 
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last man Is picked the game sequence 
begins. The game has all ihe advantages 
of being innovative and exciting and can 
last from 5 lo 45 minutes each way. It 
can be played by the computer alone as a 
simulation or by the player using the 
joystick in Kick Off fashion. 

The sprites and match play look good 


Once the match is over there is no post 
game evaluation apart from comments ill 
the one paper you may read at breakfast 
and no other results so you can’t check 
on others performance, It is of course 
then back to training, trading and play 
ing after breakfast. 

This game is a collection of could have 
beens. It never quite manages lo make 
the mark in any of ihe areas ii till's to 
score in. Much like the real United all the 
promise is there but it seems to excel in 
coming second. Lets hope they never 
make one called Rochdale Soccer! 


• Gamop lay Sluggish but accurate; 
fairly friendly coni mis 

• Sound and Graphics Good enough 
to hi interesting in hash departments 

• Overall If the nets were u'lder and 
ihe players beiltr they mfe/hl haue 
stored higher iMh (his oiwJ 
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L Y N X GAMES 



with the Lynx 


NINJA GAIDEN 

Ninja Gniden is a one-player beat 'em up. The levels and 
enemies are much like those of Shadow Warriors on other 
machines. 

There arc 4 different levels to bailie Ihrough, with a limit of 
U9 seconds per level (or Life): I ho City, the Casino, the Station 
arid finally the Palace, where you will meet ihe Dark Lord 
armed with razor sharp sabres. There arc H different enemy 
types starting wilh 
street thugs and 
ranging up to 
giants and other 
ninjas. 

You begin the 
game with three 
lives, each one con¬ 
sisting of live 
"knock-outs". Being 
hit and knocked 
down loses you one 
knock out. You 

also have a couple of Continues which you can use whenever 
you lose all three lives to cany on from where you died (hut 
with a zero score). 

On your way you will pass many telephone boxes, tables, 
storage boxes etc. If cither you or an enemy is knocked over 
into one of these objects It will instantly be trashed and if a 
speeiul item was inside it you will be able In rollcei it. You can 
colled blue and red pills to restore knock-outs, precious 
stones for points, extra lives, more time, or a sword. While you 
have the sword you can knock down anyone with only one hit 
and you do more damage Ihan normal. 

Your fighting moves are a little limited, but the action is last 
and furious and Ninja Galden will appeal to all those who love 
n good light! 


ROBOTRON 2048 

The Copyright notice is for 1982! Some of our older readers 
may have played this one before on their old 8-bit! Al! the fun 
of I he original is faithfully recreaicd here - each Level is just a 
single screen with you In the middle and countless baddies 
dosing in from every direction to kill you. Dodge and lire as 
fasi as you can arid you might survive a few- levels. Rescue 
some of the innocents wandering around the screen before 
thry go splat arid you gain enough points lo gei some more 
lives and survive a little longer! 

You gel lo choose between THREE different ways ol using I he 
controls, each designed to allow you to move hi one direction 
while firing in a different one. Everything happens at very high 
speed - the first few times you wilt probably die before you 
have worker! out what is happening, bin like all the best games 
it is really incredibly simple and you will soon be able to blast 
your way through the firsl half dozen levels in no lime at all. 
Again, highly addictive you KNOW you can gel a I it tic further 
next time! 

Plenty of variety hi the enemy - some chase you slowly but are 
practically Indestructible, others come in Iasi but die easily, 
some shoo! at you, others generate more nasties that bounce 
all over Hit* screen. 

Definitely a golden oldie! 

SHANGHAI 

IVkih Jongg Is an 
ancient Chinese 
card game - using 
Liles Instead of 
cards; ihey have 
three suits num¬ 
bered one to nine, 
plus four winds and 
three dragons, but 
there arc four iden¬ 
tical tiles of each of 
these. They also 
have eight special files called seasons anti flowers making a 
total of 144 tiles. Muh Jongg Itself is just an oriental form of 
Rummy or Canasta for four players, wilh some complicated 
scoring rules. In the same way that we play solo patience 
games with a pack of English cards, I he Chinese play a form of 
patience wilh a Mah Jongg set. Shanghai is such a game. 

You choose a pattern: Dragon, Hawk, Butterfly, Fish. Bear. 
Spider or Turtle (some arc harder ihan others). The tiles Eire 
dealt out randomly Into that pattern. A move consists of 
polnllng al pairs of identical tiles that arc boih free to slide otil 
to eilher the left or the right, thus clearing I he way lor more 
tiles for you lo match. To win you must clear ALL the Liles from 
the screen! 

An options screen allows you lo get hints if you are stuc k Ithe 
computer will show you one of a pail' of tiles that can be taken 
away), restart Wilh exactly the same deal, quit, or change (he 
way the tiles areshown The lile you arc pointing at is always 
shown enlarged at the side of the screen One limitation is that 
you can’t take back a move if you gel stuck - this is available 
on most other versions of t he game, 

Two player options allow alternate play (ten seconds per 
move) or simultaneous where if one person selects a tile you 
can select a match and gel the points! 

A great wEiy uf passing the time if you like pa lienee games! 
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HARD DRIVING 

More oar racing, this time with a choice ol a traditional race 
(rack or a stunt course Involving leaps and loop the loops! The 
ST version was hard enough lo control, I found this even 
harder! You have Lo tap the joystick to sieer, but I found It too 
sensitive anti had great difficulty staying on the road. You need 
to control your direction and speed very carefully in order to 
get around the track in the very limited lime allowed, and just 
when you are doing well some idiot crashes into you from 
behind with no warning whatsoever! 

Fortunately you can select automatic gear changing if you 
wish so that is one less thing to worry aboul, but even with 
that after three or lour hours of playing I had sllll not com¬ 
pleted a single lap of either course, although I did manage to 
get round the loop the loop once! 

The 3-D graphics are excellent, no Hat roads here if you are 
going up a hill you can't see which way the road bends on (he 
other skid If you succeed in achieving the challenge times fora 
lap you get to race again against the Phantom E ] hnion! 

Definitely one for the dedicated driver! 


TOKI 


The evil wizard Vookimedlo has captured the Princess Mlho, 
and hidden her inside his evil palace. The only person who is 
able to save Ml ho Is Tokl. Vookimedlo is well aware of this fact, 
so he turned Toki Into an a pel Toki must find and defeat 
Vookimedlo to rescue the princess arid lo attempt to turn 
himself back into a human. 

Toki is an arcade game, full oi nasties, traps and puzzles. The 
easiest way lo kill things Is to fire your breath weapons. At the 
beginning of the game this Is just one single small bolt. Along 
your way you will find items which will make your brealh 
weapon beiler e.g. triple shots, large shots and lire, although 
these only last for a limited amount of lime. You will also find 
special Items such as licit nets which help protect from mans 
tors, and rabbit boots which allow you to jump much higher 
than normal. Another method of killing things is to jump on 
their heads, 1 hough It often takes more than one bounce to kilt 
things. 

One very annoying thing about this game is dial you lose a 
life if you arc hit once, and il is often hard lo see what actually 
killed you. You begin Lhe game with four lives and two con¬ 
tinues each consisting of lour lives. 

Toki is greai fun but also extremely hard (because you can die 
so easily), especially as you have to start from the beginning 
every time. If you enjoy challenging arcade games this is 
definitely a must. 

SUPER SKWEEK 


Skweek's mission is to conquer five islands, each consisting 
of 50 levels, unfortunately each level is packed full of monsters 
and traps. 

To complete most levels Skweek has to paint all the squares 
pink, but on some lie has to kil! all the guards or rescue all the 
SkweezcLles. There is a Lime limit for each level, some are 
extremely tight while others give you lots of time to spare. 

Kill monsters, collect their mins, and (hen buy power-ups at 
the shops which occur every couple of levels, Power-ups may 
enhance your shols or increase the number of squares you 
paint, others can give you extra lives, pul you onto the next 


level or change your speed. There is an incredible i r artcty of 
monsters, Lraps and power ups and lots of ways of restarting 
so that you can reach lots of different levels very easily. One 
way is lo gain the abilily to buy restart rodeos al the shop so 
that you can continue from that position next lime you play. 
Don't get codes too often though because you're only allowed 
twenty codes per game and there are two hundred and fifty 
levels! A two-player version allows both of you to paint tiles at 
the same time, but if you want you can get nasty and push 
each other Into holes! 

An excellent fast moving arcade game crammed full of goodies 
-just as gtx>d as Che ST version {see lhe full review in issue 51)! 


CRYSTAL MINES II 


And I saved the best for last! Remember Boulderdash? Or 
iiepten if you used to have a BBC? Or the countless clones 
which featured little men digging their way around endless 
caverns, avoiding falling rocks and dodging flashes that tended 
in follow the walls In endless circles? Well here's another one! 


BUT... il is absolutely brilliant. It is the best version of this soil 
of game f have seen for years. 

Mo wimpy little shovel for Lhis guy though, you gel a rolx>( 
who can Nasi his way through most things with his own 
energy bursts. But although this plays very much like Boul¬ 
derdash Ibr the 
first few levels 
it just keeps 
getting heller 
and better, I 
am up to about 
level 79 out of 
150 and 1 still 
keep finding 
new monsters, 
traps or power- 
ups every few 
levels. The 
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amount (hey 

have crammed into ibis game is incredible. Monsters can he 
invulnerable, radioactive, exploding, bouncing, and so on, 
There are tubes which convert boulders into gems {or vice 
versa!), radioactive boulders, boulders which arc actually 
sleeping monsters, boulders which conceal dynamite, etc. 
There are four elements which spread through any empty 
spaces, and all have different properties some trap you, some 
(urn into gems when shot, iLjust goes on and on. 

Loved the gravity switches! Touch one ol these and the rucks 
start falling sideways! 

Arid there arc another 3] bonus levels if you can find (he 
entrances In them; all levels have passwords so you can restart 
anywhere, and if you gel stuck too long on any level Lhe game 
will oiler to tell you the password and lei you move on to the 
next level - very friendly. 

A lot of ellbrt has been put into making some really fiendish 
levels in this Incredibly addictive game! 


SUMMARY 


The Lynx is still an excellent machine - especially al some oi' 
the prices I have seen it going lor - Special Reserve 
(0279-600204) were Selling oil reconditioned Lynx is for 
£49.99! And with Lhe range 1 and quality of games it is hard Lo 
fault it, Rush out and buy Crystal Mines 11 now! 
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EDUCATION 


accompanying shades (he Bog's pre 
sencc cm the screen, plus a Few other 
miscellaneous effects. 

Graphics Eire neat and well drawn, but 
sparse The objects arc 1 displayed on a 
light blue background which makes 
some of them difficult lo sere sometimes- 
Shadcs the Dog doesn't seem lo be lea 
tured much at all his main appearand 
is on the summary screen Eit the end of 
each game, where his animation is li¬ 
mited lo rolling ryes and a wagging mil, 

In fact the whole program has very little 
real animation. 

All the games run with pre-set default 
parameters, but these can be changed 
from the Parent/Teacher screen. You can 
inggle sound on/oil; set the spider s 
speed for the Spider game; the number ol 
problems asked in a game: t he numbi r ol 
wrong answers allowed before the prog¬ 
ram displays the curreel one: lowest and 
highest numbers used in the problems; 
and to select the style 1 used for arithmetic 
operators. You can also choose whether 
lo hide this Paronl/Teacher facility so the 
hide perishers cant get at it, and to aclt 
vate the program's results monitoring 
faeiliLy. 

A common system ol providing help is 
used throughout. If a wrong answer is 
given you're prompted lo count again. 

This coniinues up lo the Ilmff scl tor 
retries in the Parent /Teacher screen, at 
which point the program counts the ob¬ 
jects lor you. Incrementing a numeric 
count while speaking the numbers and 
highlighting each object in turn You 
then proceed to the next problem. 

The program can monitor and record 
the results and progress of up to ten 
different children. They're identified by 
name keyed in each time they use the 
program. Results are held on disk and 
may be viewed and printed out when 
required. 

Count and Add has all the hallmarks of 
a good educational program - except oncl 
It’s line on the educational front. Is easy 
lo use. has good help facilities* and call 
track results. Unfortunately though its 
rather weak on the "entertainment 
aspec t, that essential Ingredient which 
delights children and holds I heir atten¬ 
tion. This could easily have been fixed by 
iw-tter exoloitatlon of the theme character 


BHB i. .11 k-ii -s i ib] ii -■ i ■ 1 
RBB , i]: |:i,■. 1 r f.'. '-| 1 I " 

RBB 111,1 mini 11II- ( urn r-i. 
§3 §h ill11111..rot [■!'■:■-Mi 
HHH 1 11-' \<-.w I- he-l.T i IV 

IPHB vr.di-i'l Ol la i cise 
del ails are as for 
sms i. 

animals - 

OHIVCH Hm Li Sia:ie 
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- She corrcri immher 

die ST"* 

keyboard Instead of 
i he Space Bar. All l he displayed 
re animals, hence the game's 


H ere are another two ST hosed 

educational packages from Sect- 
, lander Software* this lime desig¬ 
ned lo help younger children gel started 
In arithmetic and to develop pre-reading 
skills. As with most educational sofiware- 
today ihcy’re both designed to lit Into the 
m where possible. 


National Currieulu 


4lic trains pulls across limner, ran soil, 
the two sets of displayed objects lo amal¬ 
gamate inlo one large set. You then key 
in the total number of objects in this. 

SPIDER similar lo Traiti In c< n icepi, 
but Increases the difficulty hv Introduc¬ 
ing a time limit. You have lo complete six 
addition problems before the spider 
crawls across lhe screen to catch die 
butterfly, 

CLOCK AINTO CALENDAR 

this is just a single screen displaying 
analogue and digital clucks working in 
real time (with seconds display), and a 
calendar for the currenl month- The cor¬ 
rect time/date are obtained from the in- 
forma lion you key in when you boot up 
the program. You can't Interact with ibis 
screen In any way - it $ just for viewing 
and discussing with the children. 

The program uses a mix ol sampled 
speech and chip generated sound 
throughout. The speech (mule voice with 
a vrry light Scots accent) is used for 
prompting lor input and commenting on 
your performance, Each speech phrase Is 
loaded from disk when needed* and ihis 
slows things down a little on a floppy 
aI v^pH svftlpm. The chip sound run- 


COUNT AND ADD 


The package contains one double sided 
disk and comes complete with a Iree 
badge and a glossy 34 page instruction 
booklet It's based on a Scetlander prog 
ram For the BBC Micro used widely in 
schools throughout the UK, and uses 
Shades the Dog as a theme character. It s 
aimed al the 4-7 year age group and 
contains five learning games - Sets 1, 

Sets 2. Animals, Train, and Spider, plus 
a real lime clock and calendar screen. 
The games arc unusual In that lliev 
make extensive use ol sampled speech In 
Ihdr operation. 

SETS I covers the counting ol 
obi eels. It displays a set of identical ob 


different pictures. You count them by re¬ 
peatedly pressi ng I he Space Bar, which 
increments a large numeral displayed on 
I he screen. When l he correct number is 
shown you press I he Enter key. and the 
program tells you if you're right or wrong 

SETS 2 similar lo Sets 1 except 
that the program asks you to find n 
objects 1 ' where n Is □ randomly selected 
number, Pressing the Space Bar now 
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sparse than In Count and Add, with no 
animation at all to spice things up, Looks 
like animation isn't Scetlander’s strong 
suit! Big Maggie appears occasionally as 
an object in the games and again on (he 
eiid of game summary screen, but I his 
hardly merits (he title of 'theme charac¬ 
ter" in my view. 

As ex|Ter(erl there’s I he usual Sect hinder 
Parent /Teacher screen for modifying (tie 


ISN'T ALWAYS FUN! 


MIX AND MATCH 


This program is supplied on one double 
sided disk, anti the package Includes a 
separate 'quick start" guide for the SI’ 
and a 12 page instruction booklet, it’s 
aimed primarily a( I hr under 5’s age 
group, but again it can be used by any¬ 
one with particular learning difficulties. 
Big Maggie (no. not Mrs. Thatcher, bul a 
relative of the Ixk:Ii Ness monster?) is (he 
theme character this time. 



program's operating parameters, "nils in¬ 
cludes toggling the sound on/off: setting 
the automatic pointer’s scan speed; the 

number of ques¬ 
tions in a game; 
the number of 
objects shown at 
any Lime; (he 
display lime in 
the Forget-Me- 
Mol section; the 
number of 
attempts 
allowed before 
the right answer 
is shown; 
whether the Pa¬ 
rent/Teacher 
facility should 
he hidden; and 


The program’s purpose is to help chil¬ 
dren develop pre-reading skills such as ■ 
recognition, discrimination, and memory, 
Also, as with most computer based edu¬ 
cation aids it helps (hr child acquire 
keyboard skills anti builds confidence in 
using computers. The program is divided 
into three main sections, each of which 
contains six learning games. In addition 
there's the "real-lime' clock and calendar 
as found In Count and Add, 

TWO OF A KIND requires you 
lo match an object displayed in the cen¬ 
tre of ibe screen with one from a set of up 
Lo four displayed below it. A pointer 
moves automatically in sequence from 
one object to the next, and you have lo 
press the Space Bar when it’s above the 
one which matches. All six games use I he 
same operating principle, but use diffe¬ 
rent objects. They’re called Pictures. 
Shapes, Numbers, l^nrge. Small, and 
Same. The lirst three are self explana¬ 
tory; Large and Small use upper and 
lower case letters of (he alphabet respec¬ 
tively; Lind Same uses just one object, 
but In up to l'our different orientations. 

I.e. rotated in 90 degree Increments, 

ODD ONE OUT - uses the same 
six games us above, bul this lime dis 


plays up to four objects, up to three of 
which are [he same (but possibly in un¬ 
usual orientations) and one different. 

You have to press (he Space Bar when 
the automatic pointer hovers over the 
odd one out. 

FORGET-ME-NOT again uses 
the same six games. Here only one object 
is displayed for a given period of time and 
is then removed from the screen. Up lo 
four different objects are then displayed, 
one of which is the same as the original 
object. You press the Space Bar when the 
pointer moves to that object, 

CLOCK AND CALENDAR 

as in Count and Add, 

The program uses sampled speech 
again, but (his time it's a female voice 
with a soft Scots accent, presumably Big 
Maggie’s, It’s dynamically loaded from 
disk again, so imposes I he same perform 
ance penalty as in Count and Add. 

There's a snatch of music on the sum¬ 
mary screen at (he end of each game and 
a few sound effeels here and there, but 
otherwise I here's not much In the way of 
sound. 

If anything the graphics are even more 


lo activate (he results monitoring facility 
(which is Identical to the one In Count 
and Add). 

If you repeat tally answer any problem 
incorrectly the program's help facility re¬ 
sponds by Inviting you to Try this", while 
positioning the pointer over the correct 
object. Tills forces you to select the cor¬ 
rect one before continuing, 

Mv overall opinion of Mix and Match is 
virtually identical Lo that for Count and 
Add. As ail educational aid it’s line, bul it 
doesn’t really have enough FUN built Into 
it. SceLlander really should pul more 
thought into the entertainment and re¬ 
ward side of their programs, some slick 
animation and better use of sound could 
work wonders here. It could turn these 
rather ordinary educational programs 
into something special, 


COUNT AND ADD 
MIX AND MATCH 

Scetlander Software 
£25.99 AND £24.99 
Reviewed by John S Davison 
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COMPILATIONS 


SUPERHEROES 2 - 
CHART ATTACK 



nee more to 1 lie- compilations 
dear Friends, I his lime an in¬ 
teresting exorcist in comparing 
the marketing strategies of two com¬ 
panies. Domark whose Superheroes 2 
was sadly marred by the by now almost 
standard faulty disk and Gremlins re¬ 
lease of old classics. 

SUPERHEROES 2 includes Indiana 
Jones and The Uist Crusade. Last Ninja 
2. Strider 2 and the not to be forgotten 
Tire Spy Who Ijsved Mr. The Spy seems 
to sneak it way on to every Domark col¬ 
lection I review and it still seems the 
samel It is still a collect a vehicle and 
drive it to the next stage having shot 
some baddies on the way. The graphics 
are slill strong and the sound still good. 
Unfortunately anyone having bought any 
other collection in these lines will already 
have several copies of this particular 
game. 

Last Ninja, unfortunately, did riot want 
to load so 1 will concentrate on Indy and 
Stricter, The Indiana game Is well pre¬ 
sented and loses not hing From coming In 
this boxed set, for although this Is the 
original came with lots of add-ons, (he 
important parts are slill there and all (he 
flues are available. The graphics and 
gameplay In this are strong with good 
linking scenes to enable player interest to 
slay high starting, as did the Him. with 
the Boy Scout Indy and working to the 
climax in a logical progression of scenes. 
Then 1 arc several dig)Used shots from the 
film, controls arc positive and the colours 
si rung. 

si rider 2 is a worthy successor to one of 
my personal Favourite arcade games. 


With his victory over 
evil [n the Soviet 
Union complete he 
now takes on the 
Forces of another 
planet. The format is 
Fairly similar, only 
the game now takes 
place on the planel 
Magenta and Si rider 
can turn into a bio¬ 
bat tlebol. 1 like this 
game, it has the 
super hero style lt> 
it. The graphics arc 
colourful and comic 
book like with the whole giving the im¬ 
pression that [ho player is actually inside 
an adventure story. 

CHART ATTACK offers lour raves 
from the grave Lotus Esprit Turbo Chal¬ 
lenge £ l|, James Pond. Ghouls n Ghosts 
and Venus Fly Trap. As an encompassing 
statement all these games are strong and 
have all made best seller lists Era their 
time. The weakest Is the Turbo challenge 
which takes ei long time loading and 
offers race course driving in a fast Lotus. 
The graphics are just above average and 
the controls simple, on the other hand 11 
seems to offer a little more than its suc¬ 
cessor does, not a bad race game for its 
time. Ghouls N Ghosts Is the successor 
to Ghosts N Goblins and offers the furth¬ 
er adventures of the knigh l Arthur in his 
search lor his captured girl Friend, The 
graphics arc small but beautifully formed 
and the controls How smoothly. The 
problems are at (he hard end of fail and 
the monsters, although prolific, are not 
too awe Inspiring. An entertaining little 
romp. Venus Isa different sort of plat 
form game, you play a robotic flv that is 
out to rid the world of mad robotic in¬ 
sects. This is done in free (lowing and 
challenging platlbmi and ladder style, A 
range of collectable weapons are avail 
able as Eire bonus pods allowing different 
abilities. This game is another fun game 
that proves the computer can still out 
ckiss even dedicated game machines. 

Finally in I his set is my favourite game 
of I his issue, James Pond. This game hEis 
humour, problems and variety. In case 
the game lias escaped your notice in the 
popukir press, it concerns a secret agent 


cod whose Job It is to save various marl 
time creatures from eco disasters. J LTicrc 
are twelve scenarios each with a varia¬ 
tion oil a Bond title for example Licence 
jo Bubble or l^cak and E^el Die. The 
humour continues in the game with Pond 
looking lor villains and freeing the Inno¬ 
cent while becoming occasionally soiled 
cm J. D. Whisky. There are many hidden 
eaves with bonus scores in them and oi 
course there is always Pond’s house In 
which Items may be stored until suhsc 
quenl adventures need them. With good 
cEirtoony graphics, a sense of humour, 
responsive controls and problem solving, 
this game alone makes £hc collec tion 
worthwhile. 

As may be obvious I greatly preferred 
Chart Attack as It offers four good value 
games of which at leasl three will leave 
the player wanting more when they die. 
The Domark set lias games with a more 
arcade fee] to them, but maybe a pol 
ished professionalism that somehow 
leaves them a little sterile. All the same 
there are two and possibly three rattling 
good games on the Domark set, 1 do wish 
they would stop trying to put the James 
Bond thing In every park though. 

Ail ill all both are bargains if you do not 
have the originals. 

# GAMEPLAF Most of the game s on 
both packages are of high standard , 
HFiff all scrail smoothly arid react toeff 
to joystick commands 

♦ SIGHT &. iSOffJYD Ail ore acceptah fe 
Superheroes uses more sampled and 
digit isr^d stuff. Chun Attack has goatl 
effects to it, all are graphically strung 

• OVERALL Tsuo strong packs either 
could be a bargain, rnyjcivonrite 
though loos the one from Gremlin 


SUPERHEROES 2 

Domark £29.99 

CHART ATTACK 

Gremlin Graphics £29. 99 
Reviewed by Damon Howarth 
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O nce upon a time there was a 

■ fjame railed Prince Of Persia and 
all of those that saw it said that 
it was wonderful and that the sprites did 
move in reallstir manner and Dial it rep 
resented new horizons in arcade adven¬ 
turing, It seems In the land known as 
Chimedra these legends had also 
appeared and inspired the country to 
bring forth Harlequin, This storyline in¬ 
volves a child who left a beloved country 
made only for him to learn of the outside 
world. The learning he came upon kept 
him away lor many years and in that 
time Chlmerica suffered a broken heart 
and fell inio disrepair and chaos. On his 
return the now full grown hero called 
Harlequin saw that he needed to sel 
about recreating she broken heart of the 
land. Such was his sorrow that he felt 
the only way to do this was lo appear in a 
game that was even better than Prince of 
Persia, 

Indeed the game was better with a 
slightly smaller but wonderfully ani¬ 
mated hero sprite who eon Id perform ex 
riling gymnastics and fire small hearts 
from fiis hand to Ihe great discomfort of 
his enemies. Here the Harlequin must 
obtain entrance to Chlmerica and mend 
its rusted dock Lower finding the lour 
pans of Its sundered heart on the way. 
Conlrolled by positive joystick commands 
he must wend his way through some 
complicated screenery. 

Ihe harlequin Is superbly animated as 



Title: 

HARLEQUIN 

Publisher: 

Gremlin 

PliCS: 

£25,99 

Reviewer: 

Damon Haworth 


arc the evils he must 
light. Large heads 
and alarm clocks try 
lo ambush him as he 
hunts for the various 
switches that will 
power Ihe sliding 
platforms and enable 
him lo climb ever 
higher. Each of the 
actions of the hero 
has a direct bearing 
on the world around 
him - the faster he 
runs Ihe bHier his 
jump, he must run 
up slopes much like 

Gene Kelly used tn dance up walls and if 
he should be falling from loo great a 
height then his umbrella needs careful 
timing to use. 

As with all platform and exploration 
games there are always bonuses tn find 
and these arc generally In keeping with 
the reflndtng of the Harlequin's youlh. He 
finds Jack in the boxes for mystery 
prizes and obtains bonuses lor recover¬ 
ing teddy bears, I le needs to find bis 
Space Hopper in order lo bounce further, 
higher and faster or he may need lo turn 
into an Angel fish lo enable some of tbe 
wettci' parts of his adventures to take 
place, Jusl like St rider he can find long 
term protection not with a sword hut 
with a selection of firework rockets. The 
Harlequin eals burgers lo maintain his 
energy and drinks cups of lea oil the 
way round. The whole complex 
backdrop to this adventure is like a 
demented Babes in Toylandl 
Bonus stars allow the Harlequin to 
stock up on bonus lives and the 
operation of a load and save feature 
allows for the completing ol sections 
without the monotonous task of re¬ 
pealing first levels on repetitive 
basis. 

The game even comes with built in 
help systems. Where light bulbs 
glow ii is possible lo wail and then a 
message will appear suggesting 
some cryptic course of action* spur¬ 
ring a jaded player's brain Lo further 
achievements. The ggrnc levels even 
change occasionally depending on ac¬ 
tions in other quarters and It is always 
wise to keep a weather eye open ju st in 
case the screen you used earlier has 
changed and something you need has 
just appeared. 



** no qualms about 
recommending it m 

Tbe game attempts to compare itself In 
Prince of Persia which I find is unjust to 
Harlequin since this is a better defined 
game with more colour and variant In 
game play. Both games have well though I 
out spites and ini er mission sequences 
bul t his one has built in atmosphere and 
despite (tie luck of a Columbine main 
tains Interest far more. Ihe major 
strength in this game is its use of colour 
and atmosphere and the underlying feel 
it lias of attempting lo regain a losl 
youth. The authors may be attempting to 
bring out some deep philosophical mean 
irig but lor me it works much like an 
extension to Peter pan in Hook. 

This was my favourite game of Ibis 
issue's review crop and l would certainly 
have no qualms about recommending it 
to anyone wit It the youth of heart Lo 
appreciate its message, There Is no real 
violence in the game as Harlequin des 
troys evil with love. Some of (lie game left 
me In mind of the Beatles struggles 
against the Blue Meanies in Yellow Sub¬ 
marine. 

A game that deserves to he bought and 
as soon as possiblef 


Gameplay Quls landiny !y nesporlStL# - 
Lett!i many irrtcwgriutcuc touches 

Sound and Graphics They compic 
rrwFit each other iM*ry iceU arid are 
both uery sf rang 

Overall - Excellent, inneuatiix? and 
addictive. Huy one one note! 
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WORLD 



One of the drawbacks of I 3 t> dinks (in 
my expericficc} is (hat once you've 
fouiit lip a sizeable collection , the lime 
it takes to actually find a program 
you need can undermine the advan 
(age o f using it in the firs t place! For 
example, what's the poinl of an ultra 
speedy disk formatter that takes half 
an hour tojind! The solution, of 
course, is to store all the useful tools 
on one disk ... which just happens to 
iead very conveniently onto the sub¬ 
ject of this issue's PD World - a disk 
called 30 USEFUL UTILITIES. 

KEYBOARD ENHANCER 

First up urc Accent anti Argus. Ac¬ 
cent provides your ST with iwu functions 
that any PC user would take for granted, 
□nee installed you can enter any special 
character (a copyright symbol for exam¬ 
ple} during texl input by holding down 
the Alternate key and typing die ASCII 
value on the numeric keypad. Release 
Alternate and up pops the corresponding 
symbol! Also, if you have the CapaLock 
key switched on you can press Si]iff to 
obtain the lower case letters. Argus Is 
more specialised in nature and will 
appeal primarily to programmers. It 
offers a painless way to keep track of 
disk i/o operations performed by a run¬ 
ning program. Argus intercepts a bios 
call and retrieves various Information 


such as the error number, call address 
and read/write stains. If you understand 
what it does, you'll probably find 11 use 
full The assembly code source file is 
included. 


BOOT UP CHOICE 

As its name suggests Bootplus is a 
boot enhancer - it lets you choose from 
three alternative Desktop.Inf files when 
you switch on your ST (one fur each 
screen model. Along with the resolution 
you ran selec t the programs you want to 
'auto' run. Cut & Paste comes into Its 
own when you want lo split a very large 
file Into several smaller pieces perhaps 
for transportation via floppy and subse¬ 
quently paslc them back togelhcr. All 
you do is enter the respective lilc names 
and the size of the chunks you need - the 
default is 713K, as this fits nicely onto an 
IliM formatted double density disk. 
CheefcHD assisls hard drive owners 
who waul lo monitor statistics relating lo 
-(heir hardware, such as access times and 
transfer rates. You can choose between 
lour different test scenarios (access 
speed, read integrity, transfer rate and 
all three} and various hard disk types. 
Choosing the right option is important 
because Check! ID can't handle a SCSI 
hard disk's responses in (he Atari mode 
anti vice versa (maybe one day Atari will 
learn the meaning of standard' or 
maybe not...}.’Clock: is a, German prog¬ 
ram that carries out hs obvious function 
with the option of a digital or analogue 


An easily 
readable 
analogue 
dock you 
can't miss 
this one! 



display. It seems to have an alarm loo, 
hut unfortunately the instructions aren't 
translated into English! 


INTRIGUING STUFF 


Double Click Software seem to have the 
market licked when It comes Lo creating 
useful ■ oral least. Intriguing - routines, 

A prime example of the latter category is 
DC Mouse-ameter This tells you how 
far your mouse has moved during your 
conscientious sessions at (he micro - but 
only if the machine Is killed with Atari's 
new extensible control panel, Xcontrol. 
Mouse-ometer displays the total distance 
In Inches - Tm not sure why you'd want 
lo know this, but If you use an ST at 
work you could try submitting a mileage 
claim for mouse travel! As you'd expect, 
DC Mouser is another rodent acces¬ 
sory. It solves the problem of an unwan 
ted mouse cursor by hiding and revealing 
it at the command of a key combination, 
Another solution is the DC Mouse 
Saver which switches off the cursor 
altera period of non-activity- Meanwhile, 
DC No Alert suppresses the standard 
alerl box and automates the selection of 
the default button. For example, an alert 
that said ’okay to continue?' would he 
bypassed, and the assumption made that 
your answer was yes. This might be use¬ 
ful in programs such as First Word, but 
Is a little worrying when applied to disk 
ulilitics (do you really want lo format? 
Yes!}. With DC PopBa r you can have a 
'popup 4 menu of the normal menu bar 
entries at the current position of ihe 
mouse pointer. Mext is a utility that auto¬ 
matically switches screen resolution be¬ 
fore running a program, and then switch¬ 
es back when il exits. DC Run Rez 
needs to be told the required resolution 
lor each of your programs ■ all you do is 
change the last letter of the lilc extension 
to the corresponding number. 


BENCHMARKS 


DoS Tester will add to your arsenal of 
benchmarks. On running you're pre¬ 
sented with a choice of three tests cre- 
alc/close. open/read and seek. You can 
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Monitor your disks 
with two useful 
programs - DOS 
tester (top) and 
DStat-X (belowj 


mat is a desk accessory that 
formats double sided floppies 
uiih an IBM boot sector (later 
versions ofTOS should man¬ 
age this anyway). 


SIX TO GO! 

Onto the final half dozen? 
Af_Mentim stands for Menu 
Bar Time (not sure what the 
N’s for) and its purpose is Lo 
show (he eurrent time and 
date in the accessories mom 
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choose the number of flies to test with, 
anil the size of each file. The results arc 
written to a log file on disk. DStat-X 
reports on numerous disk-related para¬ 
meters such as the Lotal disk size, boot 
sector type, number of sectors per track 
and amount of free disk space. DStat-X 
operates happily on hard drives as well 
as the floppy variety. Another handy tool, 
FindDup looks fnr duplicate files in a 
disk directory tree. If M finds any It writes 
the relevant information in a text listing. 
This could be useful for tidying up a hard 
disk, where you mighl have various old 
versions of development files. Also of in 
teresl to hard drive users, FlndMac 
searches disk drives for filenames match¬ 
ing a specified pattern. 


CHANGING THE LOOK 

FonmDhJt lets you alter the way that 
GEM dialog and alert boxes appear in 
most ST programs. You can use the 
keyboard to select buttons in the dialogs, 
position the edit cursor anywhere In an 
edit field with Lhc mouse, enter any ASCII 
character from the keyboard, redefine 
alert Icons and many other things be¬ 
sides. F'Selectisa shareware routine 
(hat once appeared In. ST Format maga 
zine (but never mind, It s probably quite 
good!). It's a replacement file selector 
wilh Infs of clever options. You put it in 
your AUTO folder anil then whenever 
your programs need a file selector box 
FSelect will appear instead of the stan¬ 
dard. and not particularly friendly, Atari 
offering. The philosophy is that programs 
should be comfortable lo use - therefore* 
whenever possible you can just point and 
click with the mouse. Eleven pages of 
explanatory notes guide you through the 
features. 


DIFFERENT RES? 

LoivSwitch handles the problem of 
programs chat require different screen re¬ 
solutions - once Installed, you ran load 
your medium resolution programs in low 
resolution and vice versa, thus avoiding 
an unnecessary trip to the relevant de¬ 
sktop option. MCIock' is a simple on¬ 
screen clock that delivers its message in 
twelve or twenty-four hour format, or 
even in ‘metric’ Lime where each hour is a 
hundredth of a day. MDFonnat formats 
disks with musical accompaniment from 
the Midnight Express theme, in a user- 
speri fieri mode. Us purpose is two-fold as 
the heavily commented source file serves 
as a good tutorial for those learning 
88000 assembly. On a different note. 
MonM&gie turns your expensive colour 
monitor Into a green or amber screen, 
just like the early PCs. Useful hull? Also 
on the subject of PC: emulation, iVFor- 


bar. SpeedMet is a German ben 
chmarking program that works as both a 
desk accessory and GEM application. 

The documentation and dialogs arc Ger¬ 
man but even so you shouldn't encoun 
ter any problems. Speed Met runs one 
continuous lest and updates a perform¬ 
ance bar from 0 to 1200% - 100% being a 
normal ST (my STE ran consistently at 
almost 102%). ST Jnll enables you to de¬ 
cide Which desk accessaries and auto 
programs should be loaded on bool tip. 
Other selections Include time and date, 
screen frequency [50 or 60hz] and resolu¬ 
tion, STJnlt can handle up to 1 14 desk 
accessories and 38 programs in the 
AUTO folder - more than enough for must 
people? SureCopy is for TOS 1.4 (and 
above] programmers who use a E^AM 
IJisk, It helps to maintain development 
files in the ]iAM disk by presenting the 
ability to periodically back them up to 
disk. SureCopy organises the archive bits 
so that only modified files are copied, 
saving you lime and confusion? WiiiTXV 


Increases the number of GEM windows 
dial other programs can open and last 
but not least, as they say. is Zoom. 
Zoom allows mono users to zoom In on 
a small part of the screen surrounding 
the mouse pointer. The magnified Image 
Updates as you move the poiliter. 

Thar ir s - Thirty Useful Utilities! 


UPDATES 

Before you disappear a brief reminder 
about she new arrangements for obtain¬ 
ing huge G Library updates. These are no 
longer enclosed with (he magazine hut 
are mailed separately to those people 
who have asked to receive them. You can 
register free of charge for the regular up 
dale service or alternatively Juin the Page 
6 ST Club tn obtain generous discounts, 
free disks and other extras. Ask Page H 
fur full details. 


HOW TO GET THEM 


The disks featured in PD World can be obtained from the PAGE 6 ST library. When 
referring to a specific disk, please use the unique reference code tor identification. 
A printed catalogue describing all the library disks in detail is available from PAGE 
6 at a cost of £ 1.95, re fundable against the first few disks ordered. This includes 
a copy of THE PAGE 6 CATALOG DISK, which is otherwise priced at £1. The disk 
featured this issue is: 

ST633 - 30 USEFUL UTILtTtES 

Prices for standard di$k$ are £2 95 each or £2.50 each for five or more 
but pdees are lower for members of the PAGE 6 ST Club 

Write to PAGE 6 t P.O Box 54 , Stafford, ST76 1DR 
Te/ephone 0785 213928 or FAX 0785 54355 with credit card orders 
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M anJx is a game which 
has many similarities 
to Marble Madness 
but also adds a little extra. 

The game centres around a 
globule like creature named 
Filbert who seems to spend 
his life bouncing around 
attempting to maintain some 
form of pattern lo the land¬ 
scape. Me does this by landing 
on various squares about mul¬ 
titudinous maps hoping lo 
restore the balance before 
Home unpleasant events or 
creatures catch up with him. 
Bach level starts with the 
scenery as it ought to be and 
then grenades drop disrupting 
the symmetry of I he board. 
Once this In ilia I intrusion 
has finished il becomes a race 
between Filbert and the tused 
grenades to clear the conti¬ 
nent. In a somewhat greedy 
manner Filbert eats unex- 
pltnkd bombs ... I suppose 
this is what provides him with 


Title: TEAM SUZUKI 

Publisher: Gremlin Graphics 
Price: £7,W 

Reviewer Damon Haworth 


Well implemented, strong 
effects add to the realism 
mode, smooth scrolling is a 
pleasure 


Solid and welt designed, jest a 
shame there was no keyboard 
control 


A good budget buy 


4 he bounce factor 
he needs. 

The playing area 
resembles a che¬ 
quered table with 
some pretensions 
to a 31) display. The control of 
the hero is sometimes a little 
less than natural since the 
player needs to think in a 31) 
sort of manner which means 
that joystick commands do 
not lead to the places one may 
expect. 

The game does have some 
luirly unique qualities which 
makes it far more challenging. 
It is certainly an action game 
which requires swil't reactions 
and also last thought on the 
part of the gamester By far 
the best point about the game 
Is I he two player option which 
offers many levels of challenge 
not the least of which is com 
pletlng the level while an 
opponent and a computer 
make life difficult for you. 


000020 
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Title: 

MANIX 

Publisher 

Raze 

Price: 

£7.99p 

Reviewer: 

Damon Ho worth 


Your opponent plays another 
bubble character known as 
Bulbous Bilco and the objecL 
of the challenge is to have 
more of the islands squares 
converted to your colour than 
your opponent manages, 

If you should manage to com¬ 
plete all the levels nn the disk 
there is even a course editor 
included that will enliven the 
game further This, together 
with several devilishly amus 
trig obstacles, makes the game 
quite addictive. Once the ini¬ 
tial problem with controlling 
the bubble is resolved the 
whole experience becomes 
most challenging. For a 
budget game it Is extremely 
good value and the age of the 
game is hardly noticeable. 


Frtendty but idiosyncratic, nice 
to have a good 2 ptayer option 


Although not the up to the mi¬ 
nute muse qurfe adequate fx 
and strong sprites 


A very good budget buy and 
one t recommend 




’VL: r d: ,y 


TEAM SUZUKI 


T eam Suzuki is a motor 
bike racing game 1 
which plays from over 
the handle bar perspective, 
Mosi players of games will be 
used to the car racing format 
and this Is really quite similar, 
that is until the game is stu¬ 
died. Being an ex 'biker ", 1 am 
all too aware of the occasional 
vagueness of the rear wheel on 
higher speed Suzis" and this 
simulation is very accurate 
here. The hike handles in a 
most realistic way even so far 
as preferring certain types of 
bend to others. 

The programmers have gone 
to a great deal of trouble to 
arrange a feeling of oneness 
with the bike and that, 
together with the Initial pers 


pectlve, allowed me 
to wallow in nos¬ 
talgic oil lilted glee. 
The game charts 
the players prog 
ress through various stages of 
the grand prix seEison and 
does it in smooth rolling 
graphics of the more realistic 
filled polygon type. So concer¬ 
ned are the writers of I his 
piece that they oiler smooth- 
ness versus realism choices. 
You can have the somewhat 
jerkv riders on all bikes and a 
dashboard option or the no 
riders no dashboard smooth 
version or the half way type 
which produces the smooth 
scroll that its necessary to 
enjoy the game. 

The screen also manages 
some of the judder found 
when bikes are just missing 
the sweet spot - The sound 
effects give an authentic roar 
and maintain Lhe belief that 


the player is using a big hist 
bike. There are though some 
flaws to the simulation„ acci¬ 
dents tend only to leave dam¬ 
age lo the bike and do not 
send you flying and I won 
dered occasionally il my trusty 
metal steed had been lilted 
with training wheels? 

This game also provides 
various views of the bike dur¬ 
ing the race including zoom 
modes and the view from TV" 
cameras. Of most use though 
is the look over the shoulder 
switch from lhe space bar, i 
was disappointed to find that 
there was no keyboard control 
for the bike. 

The only options i hail were 
mouse or joystick. Now while a 
mouse recreates the steering 
wheel fairly well a keyboard 
makes more sense for a quick 
to respond bike. 

On lhe whole though a good 
game Eind well worth playlng. 
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HORROR ZOMBIES 
FROM THE CRYPT 


birthright. This en¬ 
tails entering the 
dread manor arid 
discovering the ter¬ 
rible things that 
still inhabit the 



T here would seem lc> be 
a move In the budget 
market lo provide in¬ 
teresting and playable games 
that seemed to have missed 
public at ten linn (he first lime 
round- Horror Zombies is cer¬ 
tainly in this mode and pre¬ 
sents a platform game that 
lovingly recreates the Bela 
Lugosi horror show with very 
playable attributes. 

The booting system itself 
shows attention Lo detail, with 
a posler straight from ilitics 
Hammer with Zombies and 
screaming wenches through to 
the o|>ening credits in the 
cinema. The X certificate at 
the beginning is not entirely 
misplaced although the vio¬ 
lence is minor. The music has 
the heavy timbre associated 
with the genre and adds 
strongly to ihe atmosphere. 
The*story centres around a 
d i si n hori Led Tran sylvan lan 
couni who is reclaiming his 


Matson Horrible. The toolbar 
dy aristocrat is controlled by 
joystick and needs to leap and 
grab his way past alt the 
favourite monsters of E lolly 
wood. Et seemed at the begin¬ 
ning of the game that there 
was a no go region and that 
ibe monster always hit and 
kill you but just bear in mind 
that the zombies are mindless 
and wall only walk where they 
are programmed to. 

As the game progresses it be¬ 
comes necessary to lind keys 
and skulls to enable new 
levels to be accessed. Many of 
the problems need Liming and 
the use of the bonus items aa'e 
essrntiol ai many points, The 
most useful things seem lo he 
bools for sneaking around 


since they hide you from 

aggressive monsters that you 

would have no other defence 
against. The vision, of the 
sprite tiptoeing its way past 
CthuHold frogs is most amus¬ 
ing and is obviously inspired 
by Abbot & Costello moel ... 
movies. Should you manage 
Lo come to grief at the hand of 
one of these dreadful rren- 
Lures the gory death scene at 
the end is worth seeing and 
ranks up there with Barba¬ 
rian. The game is progressive 
ly challenging and seems a 
guud escapade for fans of the 
old horror style of movie. 

[ enjoyed the game and kept 
coming back for just one more 
fry. [' m sure there is a way 
past l hose werewolves! 




Title: 

HORROR ZOMBIES 


FROM THE CRYPT 

Publisher: 

Gremlin Graphics 

Price: 

£7,99 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


The sound is mtssf evocative of 
the rnovies while the graphics 
seem to be a port from the PC 
1 6 colour mode, strange but 
good 


GAMEPLAY 


Smooth with twg sprites, some¬ 
times a Httte frustrating 


VERDICT 


A strong budget gome with 
much to recommend it 




VIDEO KID 


seek and. destroy 
games there arc 
bonuseslo be 
gained and lots of 
obstacles to dodge. 



Title: 

VIDEO KID 

Publisher 

Gremlin Graphics 

Price: 

£25.99 

Reviewer 

Damon Howarth 


SIGHT & SOUND 


Both have excellent graphics 
and welt spotted effects 



T his is a lull price 

Gremlin game I hat 
shows a great deal of 
pedigree. The story behind 
this is commendably short 
and Involves E.hlly (the video 
kid of the title I settling down 
to watch the new family video 
and his being sucked into ihe 
workings. Ills task is to escape 
by making his way through 
five different areas Of Video df 
FcatLng monsters and end of 
level guardifins as he goes. 

The kid is a green haired ver 
sion of Dennis the Menace 
and appears In carioon culcy 
mode throughout the game. 

He has various outfits for the 
various levels and seems to be 
moving on a continuous con¬ 
veyor belt- As wilh all such 


The peculiar screen scrolling 
and sometime lark of total 
control of the hero is probably 
attributable to the fact he is 
meant lo be in a video that is 
continually running. 

Graphically the game is 
appealing with plenly of colour 
and lively monsters but some¬ 
how there does not seem to be 
the novelty and lets try again" 
features that I would have ex¬ 
pected in such a work. 

T find it very tnird Lo pin down 
just what it is about the game 
that stops me from a full 
Hedged WOW!, hul it generally 
feels lo lack that touch of 
charisma and zest shat the 
package promises, Perhaps 
the problem is the lack of con¬ 
trol over ihr events that occur 


and the Fact thaL there is no 
going back lhal leaves me feel 
ing as though I have played 
the gaming equivalent of a fine 
armed bandit I don't know. 

Gremlin themselves may riot 
be loo convinced about the 
game since they offer the free 
budget game Kid gloves with 
it. Kid gloves is a platform 
game lhal has, Lo niy mind, 
belter play and sound and a 
far belter game concept. This 
is a game a little in the Bomb 
Jack mould with well coloured 
and welt controlled graphics 
and a plot line that makes 
sense. The game has many 
similarities to its stable mate 
but somehow carries il oil bel¬ 
ter. I actually wanted to keep 
1 lying with Kid Gloves as he 
fought his way across screen 
fuls of exotic locations looking 
for ways around problems. 
Maybe they should bill Video 
Kid as free with Kid GlovesV? 
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THE 



A Her the release of STOS 3D, 1 
thought that we would be tre¬ 
ated to a fresh supply of STOS 
products - such as the Ion# awaited 
STOS Vlrii and STOS Musician. Bui 
what happens? The S'TOS scene has 
gone totally quiet again. Something to 
think about - STOS Vldi was men¬ 
tioned in issue 4 1 of New Atari User, 
which came out on the 23rd til 
November 1989! STOS Musician is 
just as'bad, having been mentioned in 
the following issue, STOS Vldi was 
promised for Spring 1990 anti STOS 
Musician was said to have been "tot¬ 
ally rewritten since news ofits release 
broke in November (3 989)' but stilt 
did not have a positive release dale" 
(quotes from Issue 44 of New Atari 
Userl. So for two and a half years we 
have been waiting for these wonder 
products without a peep from either 
Mandarin (now Europress) or Shadow 
software. I have not been told any¬ 
thing about these two packages, and 
have not seen them mentioned any- 

All is quiet on 
the STOS 
front but 
Dion Guy 
brings you a 
neat little 
type-in listing 


where since Issue 48 of New Atari User 
(released on the 24th of January 1991J. 
It's not as though STOS's popularity has 
faded cither - have you seen the number 
of new Pi> games and utilities that are 
written in STOS? So, the onus Ison the 
aforementioned companies - GET TOUR 
ACT TOGETHER AND START SUPPORT 
ING STOS AGAIN! 


THE LISTING! 

Onto I his issues main feature, the listing! 
As you can see, il is quite a big one this 
lime - but I think you'll land it's well 
worth typing it in, The listing is a game 
called Enemy Fleet which Is based on 
tha t old classic - Battleships. Of course, 
the really good thing about Enemy Fleet 
is that there are no massive memory 
banks to lype in ■ it doesn’t require any 
sprites! 


ENEMY FLEET 

The game is very simple to play. The aim 
is to destroy your opponent's tin this 
case, the computer) fleet of battleships by 
dropping bombs onto where you think 
they are. Your opponent will likewise Iry 
to do the same to you. You each start 
with G ships, and each ship is capable of 
launching 4 bombs. When you start the 
game you have to position your fleet 
where you want them, on a grid repre¬ 
senting an ocean. Each ship is repre¬ 
sented by 4 coloured squares. The first 
ship will appear iri the centre of the 
'24x24 grid and can be moved around by 
using lhe cursor keys. E ] rcss space to 
confirm where you want the ship to be 
and the next one will then appear, Re¬ 
peat this process until you have placed 
all 6 ships and then you arc ready to 
play. Once you have placed your ships 
the screen will switch to the bombing 
screen. Here you can use the mouse to 


choose where you want the bombs In go 
(on the grid). To choose a square simply 
point at il and press the left mouse but¬ 
ton. The bomb is represented by a small 
white circle Inside the square. Don't 
worry alxmt bombing your own ships - 
this is not possible. On I he right hand 
side of lhe screen is a panel this is lhe 
status panel. This tells you what the con¬ 
dition nf each of your ships Is (which 
could be "O.k", "Damaged" or "Sunk”). 
Once you have finished (you start with 
24 bombs) the screen will switch to l he 
detonation screen, where you can see if 
your bombs have fount! a ship or not. If a 
bomb does find a ship, the part of the 
ship It has hit will be revealed (each ship 
takes 4 bombs to be destroyed). If It does 
not, the bomb will turn grey to indicate it 
Is a miss (and also to stop you dropping a 
bomb on the same square twice]. For 
each ship destroyed you lose the use of 4 
bombs per turn, After you have had your 
turn the computer will try to destroy your 
licet by using the same methods. The 
game continues until one side destroys 
all 6 of the opponents ships, And there 
you have it! 


ADIEU 

K 

Now look, before l go this time I’m not 
going tn siarl begging for you to send in 
material in publish. Well, maybe Just a 
bit ■ please, please, please send in some 
stuff! If you've written a program that you 
want reviewing, ora listing you want to 
share with the world - send il in! Send 
any STOS related bit’s n’ bob's you may 
have lying around to the following 
address. Sec you next time! 

Dion Guy, 

STOS COLUMN 
11 Share Crescent 
Bishops Waltham 
Hants 

5031DZ 
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10 rem SCREEN + VARIABLE SETUP 
20 dim GRID* 23 , 23 } ,STE12) 

30 mode 0 : key off ; hide on ; click off 

40 palette *0,$ 777,$0,$U,$770.$430 ( $ 450 r 1444 F $ 333,S555.1700 .*70 r $ 7,$?70,* 77 $707 
50 windopen 1,0,0,40.12,0,3 : curs off 
60 home : pen 13 : centre 'ENEMY FLEET" ; pen 1 
70 locate 0,2 ; centre "By Dion Guy ri 
80 locate 0.4 i centre For the STOS Column'' 

to start 

def scroll 2,0 0 to 320,199,0,-1 : clear 
t 


90 locate 0,6 : centre "Press any key 
100 def scroll 1,0,0 to 320,199,0.1 ■ 
key 

110 for A-0 to BO ; wait vbl \ scro11 
120 if inkeylothen goto 180 
130 next A 


140 for A=0 to 80 : wait vbl ; scroll 2 

150 if inkey$O w<r then goto 180 

150 next A 

170 goto 110 

180 els 

190 for AeQ to 24 

200 draw G,A*8 to 192,A*S draw A*8,0 to A'8,192 

210 next A 

220 rbox 216.0 to 312,192 

230 C=0 * for A=4S to 168 step 24 : ink 104C i bar 224,A to 240.A+16 ; ino c : 

tiext A : reserve as screen 6 ; screen copy physic to 6 

240 locate 29,1 : print Position" s locate 28,3 : print 'your fleet" 

Z.jO reserve as screen 5 : screen copy physic to 5 
260 BSN=1 


270 rem POSITIONING YOUR FLEET 

280 X -11 : Y=il : if RSN=7 then goto 440 

290 repeat 

300 K$=inkey$ : SC=scancode 
310 if SC=s7 5 and K>0 then dec X 
320 if SC=7? and X<22 them inc X 
330 if £C=?2 and Y>0 then dec Y 
340 if SC=B0 and Y<22 then inc Y 
350 if XOX2 or YOY2 then goto 410 
360 if K$=chr$ 1321 then goto 380 
370 until true=falae 

380 if GK lD(X,Y)O0 or GRID ( X+ 1 , Yi < > 0 or GRID ( X , Y+1) < > 0 or GRIDE X+I , Y+ I) < >0 then 
bell ; goto 290 

390 GRID( X r Y > =BSN ; GRIDE X+ 1,Y1=BSN : GRIDE X r Y41); GRID( X+ 1 ,Y+1)=BSN 
400 locate 31,4+EBSN*3) : print Done" ■ screen copy physic to 5 : inc BSN ; 
wait 10 : X2 = 0 ♦ Y2=0 : goto 28 0 

410 screen copy 5 to physic,0,0 : screen copy 5 to back : ink 9+RGN - bar 
X*8.Y*S to X*8 + l6 , Y* 8+16 
420 X2=X : Y2=Y 
430 goto 290 

440 rem COMPUTER'S POSITIONING OF FLEET 

450 for A=1 to 6 

460 X=rnd(2 2) ; Y=rnd(22J 


470 if GRIDE X,Y)-0 and GRIDEX+1,Y)=0 and 
GRIDEX,¥)=6+A ; GRIDE Xt1,Y!-6+A ; GRIDE X 
460 


GRID(X,Y+1)=0 and GRIDEX+I, Y+l1=0 then 
Yflls6+A : GEIDEX+I„Y+l)=6+A else goto 


480 next A 
490 goto 500 

500 rem PLACE YOUR BOMBS 
510 BN=24-(¥SS*4) 

520 fade 10 j wait 75 ; els 

530 change mouse 2 : limit mouse 0,0 to 191,19-1 

540 screen copy 6+SET to physic : screen copy 6 + 5ET to back : 

: fade 10 to 6 i wait 75 

550 show on 

560 locate 28,1 : print Place your” i DP=1 ; gosub 610 
570 ink l ; for A=1 to BN 

680 repeat ; X=^x mouse/B : Y=y mouse/8 : until mouse key=l 
590 if pointEX*8+4,Y*flf4)sQ then rbar X*8,Y*B to X*8+8 Y*fl+B 
600 goto 580 

610 BN$ = str$(BN) ; BN$=BN$-chr$[32) 

620 if lehEBN|}=l then BN*=0' + BN$ 

630 locate 28,3 : print 'bombs E";BNJ r"1" : j f DP=1 then DF=0 
640 next A 


EN=0 : gosub 1020 


dec BN ; goto 610 


: return 

continued ** 
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650 hide on : fade 10 ; wait 7 5 

660 ink 0 £ bar 224,3 to 304,32 r locate 2 8,1 : print 'Hombj away' 

670 fad& 5 0 to 6 : wait 7 5 

680 rem IS THERE A HIT ON ENEMY FLEET? 

690 for B=0 to 2 3 £ lor f\ = 0 to 2 3 

7 00 if point i A* 8+ 4 ,B‘8+41 = 1 then, ink 10 : box A*8,B A B to A*8+fl,B*8+8 s ink 3 = 
rbar A*8,B*3 to A*8+8,B*B*3 : goto 710 else goto 730 

710 if GRID! A, B) >6 then ink 9 + ( G R 1D ( A , B 1 6 1 : ha i A*B,R*8 to A*8+8 f B*8+8 s boom 
: locate 31,3 i print HIT!" t inc ST t GR I D{ A. B} ) : wait 3 5 j if STlGRIDtA,BM=4 
then inc ESS : goto 730 else goto 730 

720 bell : locate 31,3 : print MISS’ i wait 35 : ink 1 ; box A*8,H*S to 

A*B+0,B*8+0 

730 locate 31,3 : print space*(4) : next A : next E : if ESS=6 then goto 1090 

740 if SET-0 then reserve as screen 7 : SET=1 

750 locate 28,1 : print spacet(lG) x screen copy physic to 7 

760 fade 10 : wait 75 

770 els : screen copy 6+SET2 to physic : screen copy 6+SET2 to back i ink 0 ; 
bar 224,8 to 304,32 ; locate 28,1 i print “Computer's” : locate 31,3 : print 
"turn s EN=6 : gosub 1020 
780 fade 10 to 6 : wait 75 
790 rein COMPUTER’S TURN TO PLACE BOMBS 

800 CBN-24 -(ESS*4) : for B-0 to 23 : for A=0 to 2 3 : P=po i nt<A*8 + 4,B*8 + 4J : if 


PC10 then goto 860 

810 if P>-1Q then if ST(P-91 = 4 then goto 860 

820 for D=B-1 to B+l : for C=A-1 to A+l 

830 if C<0 or D< 0 or C>23 or D>23 then goto B5Q 

840 if point(C*8 + 4,D*8+4l=0 then ink 1 j rbar C*6,D*8 to €*3*8,0*848 ; dec CBN t 

wait 35 i if CBN=0 then goto 920 

850 next C : next D 

860 next A ; next B 

870 for A=1 to CBN 

880 X^rndt23) : Y-rnd{231 

890 if point(X*S+4,Y*8+4)=0 then ink 1 : rbar X*8,Y*8 to X*B+8,Y*8+R else goto 
880 

900 wait 35 i next A 

910 rem HAS COMPUTER HIT YOUR FLEET? 

920 fade 10 £ wait 75 : ink 0 : bar 224,8 to 304,32 £ locate 28,1 ; print 'Bombs 
away’ = fade 10 to 6 : wait 75 
930 for B-0 to 23 : for A=0 to 23 


94D if pointlA*8+4,B*8+41=1 then ink 10 £ box A*8,B*8 to A*8+8,B*Bt8 i ink 8 : 
rbar to A*B+8,B*B+8 : goto 950 else goto 970 

950 if GRID(A,B1>0 and GRID(A,B><? then ink 9+GRIDlA,B) : bar A*8,B*8 to 
A*8+8,B*8+8 + boom : locate 31,3 ; print “HIT!" : ihc STlGRID(A, B 1 ) : wait 35 : 
if ST(GRID(A,B5) =4 then Inc YSS : goto 970 else goto 970 

960 bell : locate 31,3 : print "MISS’’ £ wait 35 : ink 1 : box A*8,B*0 to 

A*a+a,B*8+a 


970 locate 31,3 £ print space$(4) : next A : next B : if YSS-6 then goto 1090 

9BQ if SET2-Q then SET2=2 : reserve as screen 8 

990 screen copy physic to 8 

1000 goto 500 

1010 end 

1020 rem STATUS DISPLAY 

1030 for A=7 to 22 step 3 £ locate 31,A 

1040 if ST ((, (A-4 1/3 ) * ENl =0 then print "O, k" ; space if £ 4 ) 

1050 if STt ( (A-41/3) + EN>>0 arid ST ( ( (A- 4 »/3 J +EN >< 4 then print “Damaged" 

1060 if ST(((A-4 ) /31+EN ) = 4 then print "Sunk";space$f3) 

1070 next A 
1080 return 

1090 rem END GAME ROUTINE 

1100 if ESS = 6 then W$~"PLAYER 1“ else W$="COMPUTER" 

1110 hide on : fade 10 £ wait 7 5 : els : fade 10 to 6 
1120 windopen 1,0,0,40,12,0,3 : scroll of£ : curs off 
1130 def scroll 1,0,96 to 320.I2B r -16,0 
1140 home t centre w$+" has destroyed" 

1150 locate 0,2 : centre “the enemy fleet!” 

1160 locate 0,11 = centre “Press any key to restart" 

1170 pen 4 : locate 0,6 : centre "Well Done!“ : locate 0,7 i centre “!enoD ileW 
1180 clear key ; repeat : wait vbl ; scroll 1 r screen copy physic,0,96,16,12fl 
to physic, 304,96 : until inkey$o’“ 

1190 for At=Q to 23 £ for B=0 to 23 £ GRID (A, B 1=0 : next B £ next A : for A=0 to 
12 : ST( A J =0 : next A 

1200 YS5-0 £ ESS=G i SET=0 : SET2=0 : for A=5 to 8 : erase A : next A : goto 180 


64 
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ACCESSORIES 


John Davison 
discovers a 
very handy 
product that 
makes it 
much easier 
to use many 
different 
programs 



ow many times have you bought 
a program for your ST and found 
that it's tar more complex to use 
than you thought,, with dozens of key 
commands to remember? Sometimes the 
program designer seems to have taken a 
devilish delight in allocating commands 
to keys in a totally non Intuitive way too, 
so you can t even use the tetters on the 
keys as mnemonics to remind you which 
key does what. Also, different programs 
of the same type often seem to use com¬ 
pletely different keys lor the same func 
tlons - hi my case flight simulation prog¬ 
rams an 1 the chief offenders here. The 
result is a I best confusion, or at worst a 
lot of frustration and wasted Lime as you 
wade through the instruction manuals 
trying to find the correct key to press. L 
usually end up building a "crib sheet'' lor 
each program Listing all the commands 3 
normally use. but now Silver bird Com¬ 
puting have come up with a much more 
elegant solution. 

Silverbtrdb Atari Keyboard Overlay Is a 
piece or good quality cartridge board 
measuring about 19 inches by H inches, 
which has been accurately die rut to fit 
precisely over and around the keyboard 
of an ST. STE. Mega ST, nr TV. It's mar¬ 
ked out round the edge with boxes repre 
senting the keys, so all you have to do is 



write lhe command triggered by each key 
in the appropriate box. And that’s really 
all there Is to itl 

For complex programs it's probably bet 
ter to do a bit of planning beforehand, 
and lightly write In the commands in 
pencil until you’re sure you've pul every¬ 
thing in ils righiful place. This Is particu¬ 
larly Important if using a program thal 
uses Shift. Alt, and Ctrl key combina¬ 
tions, or where ihc same key Iras diffe 
renl meanings depending on which menu 
you happen to be in at the time. You’d 
then have to write several commands in 
each box, whieh eonldget a little messy. 
However, Silverbird have thoughtfully 
provided an Instruction sheet with each 
pack of overlays which suggests how you 
might tackle tills problem. 

Then when all the commands are pen¬ 
cilled in you'd probably want to run a 
test using the overlay with its program to 
prove everything is where it should tie. 
When you're happy il's all been accurate 
ly transcribed you can neatly ink eveiy- 
thingin to make il permanent and easier 
to read, 

SUverbird Computing have come up 
wilh a very useful accessory here - it's 
simple, it’s elegant, and il works! You can 
use it with virtually any type of program, 
but you'll find it part icularly helpful with 


all those complicated flight simulators, 
word processors, DTP programs, and 
music related software. I’m now busily 
making overlays for all my favourite prog¬ 
rams. such as Flight Simulator 2, PnoF- 
lighl. Timeworks 2, Band-In A Box, and 
Notator {that's right, I Just couldn’t resist 
buying Notator alter reviewing it a few 
issues back!). 

There’s not much more 3 ran say about 
this product, except to point you at the 
supplier. The overlays are sold in packs 
of five for £5+20 plus postage and are 
obiainahle from SUverbird Computing. 

47 Barton Road, Harlinglon, Beds. LU5 
GEXl. Current postage rates are MQp In 
the UK, £1,50 far Europe, and £2,50 for 
the rest ol the world. Also, please note 
thai you ean'i pay by credit card you 
have to send a cheque* postal order, etc., 
with your order. If you have any queries 
phone SUverbird on 05255- 2014 for more 
details - I'm sure they’ll be delighted to 
help. 


Atari Keyboard Overlays 

from SUverbird Computing 
price £5 20 per pack 

Reviewed by John S Davison 
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HOW TO GET NEW ATARI USER 


FROM THE 
NEWSAGENTS 

TO ENSURE THAT YOU OBTAIN A COPY 
YOU SHOULD PLACE A REGULAR ORDER - 
JUST POP IN TO ANY NEWSAGENTS AND 
ASK THEM TO ORDER A COPY FOR YOU 


MAGAZINE I 

SUBSCRIPTION 


For your copy of the ONLY magazine to support I he 
ATARI XI7XE and Ihc one that gives the alternative 
viewpoint on the ST subscribe NOW! 

A six issue subscription is available in the UK for 
just £12, Remember your newsagent will sell out but 
with a subscription you will never miss a copy 

OVERSEAS RATES: EUROPE £15,00 
ELSEWHERE £2LOO by AIRMAIL »r £15.00 by Surface 

XO /; INCREASE OX t)ISh SUBSCRIPTIONS 


TELEPHONE SUBSCRIPTION 

Simply phone us on 0735 213923 
quoting your credit card number 
for your subscription to commence 
with the next issue 


OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE AVAILABLE THROUGH THE 
NEWS TRADE - YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION EORM BELOW 


DISK SUBSCRIPTION 
SPECIAL OFFER 


Suhscrihe NOW for the Magazine and Disk at the 
normal UK price of £25.fM) and receive the following 
FREE OF CHARGE* 

NIBBLER - A GREAT P AC MAN TYPE GAME 
MAXWELL’S DEMON - AN UNUSUAL GAME 
HOME FILING MANAGER/THE PAY OFF 

ThafN right! Receive ALL THREE of these 
ABSOLUTELY FREE it you subscribe at the regular 
liK price of £25 fur Six issues with Disk 

■ i.ilTer mrt jih tillable trterwas mid hUb^cl in availability ul stock I we have pkntv! i 


UPrt I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue’ _ 

* Insert commencing Issue number 

Name ..... 

Ailriross I—I * enc * £>se Cheque/Postal Order for E_ 

PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 

] i wish to pay by Access.Yisa MasterCard Eurocard 

' ........ Card No: 

□ ORDINARY SUBSCRIPTION ' ' UK £12.00 Europe £15.00 □□□□□□□□□□□□□□□□ 
Elsewhere Surface £15.00 Elsewhere Air £21.00 Expiry date: |_||_||_||_| 

DISK SUBSCRIPTION* UK £25.00 Europe £32.00 

1 — Elsewhere £42 00 please debit my credil card with the amount shown above 

T Rlea$e send me tree ot charge the 3 items mentioned above Signature ...., , „ 


POST TO: PAGE ©, P.O. BOX 54, STAFFORD, ST16 1 DR 

You don't have to out the magazine - photocopy this form, write a tetter or just phone your subscription 


























FREE! FROM SILICA 


When buy yft/ new, Alan 520, 1W0 o- Mop 

ST-G «mDJ!e’ J, cm -Sikca Systems, « Mil gue 

y»j ai ^ccfscfla! S324.7& worn cl free 

OF CHftRSE. ndsdrig some g'sal ente'lairrkg'H 
JiKl pffflUivry serins. These lire rihs wil 
intoice ygg to dto nWC cl ST DtniDufng 
help yx >te cel cH la afylrastaflwtfi you hem ST 
PlIS, i:t ■friTHy ST and TT, ME Wll rtfa* ypu 16 
nighs hdidiy h-ste iKmmmodancn for yau ard 
yew fynify to snjdy a break al hama er MbPCrid 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Every Alan ST IrCHTi SiMia. Eomftj, si..ppiled wilh 
e J -ec n r-aga colour brochure w«i aceom- 
owdstbn vourhAtis ThitMj trilille 2 prtnfle Iq 
slay up Id a Irwil of 16 (Dj/Hfl, h any al 2 fib 
howfe Mrthi accarna-orsalicm FREE. All vxiu 
harro |o p& v br id ycur maste iprixz are 
Islnd n lire tofOCliural. 


TENSTAR PACK: 

ASTERiX . SS4« 

CHCSS PLAYER t IS) £Z4.95 

DRivtN' rc-flCF cfg gs 

LIVE ANDLCTDtf £19 99 

ONSMUGtfT. £24 99 

PIPE MANIA . . . £19.99 

PKK DANGEROUS , C34.99 

fiOCtf ATWOU £19 99 

SKMBfiK .. Cl 9 99 

TTUVfALPUft&urr . , £19.95 

PRODUCTIVITY PACK: 

f-al WORD £59.99 

Wryil prtKA«iiii U tm^iaafl Iran GST 
SPELL IT . £19.99 

SpdhH tihackb' >:■ cat^n^n is wort 

ST BASK...£24.99 

a*w ;i">jr.jin-i"i(5 brguiqa *in luLmr 

TOTAL VALUE: TjjiTi 


WORTH 

NEARLY 
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ATARI ST 


520ST-E 
START PACK 

The perfect 
introduction to 
home computing 

PLUS! 

FREE GIFTS 
FROM SILICA 




(SEE PANEL ON LEFT) 




FREE BROCHURE! 




RETURN THE COUPON FOR A 
FREE COLOUR ST BROCHURE 


HAHDWARE: 

SSDST-E COiinpLrlcr 

auHr ifl.n, smo) cAj, .;ijb: rap 

Ty u=rt..brtcH. Inlcmjl PSU. life ciom Cut. b»» 

SOFTWARE - ARCADE CLASSICS 
Missile Command - Shoo: Em Up 
CryslaJ Caslles - F' altorrr- Caper? 

Super Break Otnl - Wal Bfirtltfitton 
Battle Zone 3D Tank Balt* . . 
SOFTWARE PftOCxXTMTT 
First Word Word Processor C59-W 

Neochrouie - An Package £29.99 

AN I ST Animation Package CJ9.95 

PLUS! FREE FRQM SILICA: 

Silica Produclivily Pack E14H.97 

TenSlar Games Pack 6319.70 


£9.59 

£9.99 

£9.99 


PLUS! 16 NIGHTS 
HOLIDAY ACCOMMODATION 


Total Value: £704.63 

L*tt Part Saima: E525JJ3 


SILICA PRICE ' ■CJb'J.UC' 


A90^T.P 

DISCOVERY XTRA 


1040ST-E 

FAMILY CURRICULUM 


5£cfiTF computer.„. 

•mi ^eiisaeoncPd s :kuu w.^.. 

tv MtHta. tnni PT..I ' L*. r:fw, 

SOFTWARE - fWTf#7Al«jMfJSIT- 

ESCapf khc:m fqbo - mgmsi s mm 

Fijh h> rtjsrar 1» imr imr 
PNAL FuSHT .. 

fas -Kfexi bfBf 0*1 14 J .;m™- 

Nine lives .. 

55-! Ciinxn* Inm IIh imj K>*nK 1 

SWCITY .... , 

Two cortvm :< fa.' own of> 

SdFTWflfil - PUpOUCnviTT: 

S&VTROL 4CLFSS0RIE5 , ... ... .. 
V52 EMULATOR PROCESSOR ... . 

5T POUR CFU Vlonil if tin ST .. 

FIRST BASIC riwc Dtri(rJ''wiflijibiii*»i 
NEOCHF%DME i>rMvLldq-ing 0001^^1 .. 

FLUJ.I FREE FROM SILUCA: 

Srtc? PrcxJitfilivftr Pack 
’'cnSiHr^mes Pack. 


£299.93 


£25.99 

£24.39 

£-2S,!JS 


1040ST-E 
MUSIC MASTER 


RL U 13 h riHlS 
HOIIDAT 4CC0MH 


FREE 
free 

E-4 9& 
£49 99 
£49 99 

£1Dd.97 
£239.79 
Totdf Vatciw: EBM.&J 
LMa Pack Sating'.' £55163 
SlftLMiA PRICE- £279.1)0 


NORMAL RRP 

zm? 


HAmWHE: 

1040ST-E COMPUTER . £ 2 HS.!)a 

BMHne-BWEBDCOCnLi imtoflAM Motoa, 

TV Mudutstor. lnlcrr.il F&U. IMr.i pqk Onve 

SOFTWARE MODULES: 

PLAV ANCLE,EARN .. F76 59 

Pral Flays a IXbw Oyin?- »n(ji warns 
wyj SertiercDS 

JUNICfl SCHOOL LEAVER. £56 54 

Answer B.ii,-, r,HMHi*i K kp.m Quur. 

SpeFing and Pvnary VUr'nj 
GCS£ . 


Mere Mrfrtw. FiurHj 1 !.aidGec-fifAPnr QjJ 

Business...... 

ST wnrt STftjuv 4 ST Calc 

Creative...... 

Hyps' Part 9 Mlsic Maui mhi Fmjl Ciasrc 

PLOSI FREE ifrOM SILICA: 

Sited Productivity Pack. 

TeuSlflr Gnrrm Pjipk , .. 


F55 54 


£159.US 


£134.97 


T»04 97 
£21 Tr 75 


ALU It IS NlGlHIS 

hslisat achum 


Tow ci 219.23 

ins Pack £jr>wig. £65123 
SILICA PRICE: E343.M 


NORMAL FtRP Aft m Aft. 

nei STC'Gmj ft m 


MEGA ST 


Th* Mju: MbsIb’ Pack liunin^ o'* V Ike dtai! paoda- Darpusts 
j 5W tip '^sna is co“trorl Aih lhA (btoh'iM MCI usetaga PFlQ 
74 III hi prying, a puilud cnoran-iinl Iw fkivcd ay; i-ieluisD'ir 
alkb Thn jcdarried Mffir Racmlrg- gnd E9l<vj 5yilam rrctn 
•Slcnot g PFK174 III 15 . uud by rrany (op m.acuins ntiiiSfifl Diia 
Slrtte anrfPVCL. Lj^nj ry MO «ur>lK«d PRO 24 .Mu's atrr v 
tn vmlB aid crmpcM rrii« aj a vfy r»gh slan^rd Yen «r i«ri‘:1 
up k) 24 Iraora sirulanficudy. and Ten flspli real Imn «*nn Ip 
nsmims atsuaiucs 
KMDWjUE: 

'OatST E COMPUTE#! ... £39 9 99 

!Uf.. Is-an IWPOCFV. mt HAVI 
Ui**S. TV UtcluLlH' kriillbl. =^1.1 
UtMMw 

SOFTWARE: 

PRO 24 III 


Pil/JI FREE FRQM SILICA: 

Sftua Pnrfuclivrty Pric)i . 

Te-iSiarGaiiTes Pnck 


P£ US! IE NIGHTS 
HDLlDAV 4CC0MH 


. £150 DO 

.-.. £104 97 

... .. £21976 

Tew Value: 6374.74 
Lses Puck fiavinj. £52574 
SILJCA PRICE: E 34 U.on 


NORMAL PRPl l |Aft 0B| JB 

zm£34Q 

Rnl: sre 1251 V^ft^r ■ Jft 


PR ppniti'jL gJtTlx 


IfeMHi: lS-BrlSeCHB 

3:i m 1.44Mb Chpubte S*ded 
Dtsk Drive 

1 .£i'4Mb HAM Versions 
47Mb Herd Diiv* Vorsjipns 
AyailalHe 

4096 Colour Palette 
Slnreo e-©!t PCM Sound 
Cutout 

FREE SJica Producwiiy Pack 
PFIFfTer^iar Games Rack 
ARier 16 NiGtris Holiday Aocorr 


ATARI TT 


r " JT *- i j 


32MHZ 3?-Bit 55030 PrdCBMO' 
3V 1 441* DcutilE Sided 
Disk Drive 

m-mcs ram vertior* 

Sfflrflo fl-Bi! PCM Sound Oulpui 
>1095 Dolfrji Pgltitip 
RiJit in 6666? Malt* 
Ca-Pibcessar 

Up no i£60 K 960 PeKUiiOOd 
VMb * SCSI Enpaitoiah ParV, 
EkpandaWe 10 36Mb RAM 
Hard Dnve E^parsion Opiian* 
FF?e£ 16 IVg'ilKJHcJtday Atj; cm. 


ALL PRICES INCLUDE VAT - FREE OVERNIGHT COURIER DELIVERY IN THE UK MAINLAND 


SILICA SYSTEMS OFFER YOU 


4 FREE OVERNIGHT DELiVERr- On a I hardware OfdtfiS shipped m tiw UK mainland 

* TECHNICAL SUPPORT HELPLINE: Team ol bfivhncal expens al your serv*ce. 

• PRICE MATCH: We normally match oompeli!ors on a -Sarr* produfl ■ Same pnee' tsasis 

# ESTABLISHED IS YEARS: Proven hack record m professional computer sa-es. 

4 BUSINESS * EDUCATION + GOVERNMENT: Vokime Lkstounls available D 6-1 -300 l>S60. 

4 SHOWROOMS: Cerrcnslntlion 40d ; tracing tacihlies at our Londm ft Siddup Otartohos 
4 YHE FtJL L STOCK RANGE: All d your regi.jif^rin 9 hiE (rom one sup^ier 1 
4 FREE CATALOGUES: W be mailed lo you wlh off era and soltwawperiiyieral details. 

4 PAYMENT : By rash chresue and 1 roafOr credit cards, 

Selcve you dKidfl ynOo n lo buy your nftvr Atari STcamfiuter. ho Suggest you think very careluliy aboul 
WHERE you buy it. Constofcr whal il will be Ike 0 fow monEts a+ler buying your ST. mtien vou may 
eture addlcnal peflpbBrala and software, or help and adv<e wt!h your raw purchase. AniJ wtf Ihe 
ccmpary yov hiy tarn contact you with dalails ol new products? At Silica Systems, we ensure lhal you 
’An I harve nothing Ip wony about. We have been established for over 12 years and, with our unrivalled 
enpenercs and expertise, we can now claim to mad out customers' retjiiiremenLS wilh as 
unserstarding which is second to none. Bui don't |USl lake our wo-d for it. OrtTIpleto and relurn the 
CCupot now ftir our latest Free Meralgre a rtf bagin to experience me “Silica Systems Service" 


^(lOADEfir ^ B ^HTheMms Hafltsriei, 1 Rd, SldCtip, Kent DA14 4DX T*l; 1111 

Ordtr Lncj Dctan LArt-feii u ooa-n-o.ccpiF _ hft> L.yiV r^gn Qbenr^ Ffli )+u :.i*,i I-UCH IHiDS 

LONDON SHOP: 5-2 Tottenham Couh Road. Londdn. W1P OBA Tel: UTl 5B0 JODD 

Oiwiinj rigjrg Mot Sj: i jZni fc i-H _Nc Laia Mgffl p^iniuj F bj: No OT1-353 q _ 737 


LONDON SHOP: 

Qwitjj Holts, 


, „ Sel'ridges ria Ftun Oxford Slreet, London. W1A 1A0 Tel: 071-B29 1J34 

FAcm -.-a i !y V-Mrr^:. <LKJg-n Lain YAv^r. Timi^ H y ijrtji apmi EKWEtkiu 30 H 


SIPCUP SHOP: 

rjfJi-.ilLj HiXirs 


M The Mews, Hjlhsrley Fkl Sidaip. Kent. DAI 4 AdX Tel: PS1-302 SB 11 

Mon-Sal 3.CCjm5 3Qyi La*e r-igi-r Fridac until Tpn Fm rio cel 309 0017 


IT 


To: Silica Systems. HAUSR-q992-79. H The Mews, Hathertey Ro, Sicteup Kent, DA14 4DX 


PLEASE SIND A BROCHURE ON THE ST RANGE 


Mr/MrsflUissiMe: Indials:. Surname: 


,71 


MAIL ORDER HOTLINE 


SILICA 

SYSTEMS 


Address 


Tel (Home}: 


Postcode: 


Company Marne (If applicable! ■ 

| W hich ctynputenja), ii any, dt> you own?. 

£?0£ ftoii'eoscfl prtcas arul »iH>crtiLih^ne ,-nay c4anjj(! Pnasv raiuni m isiipxn njr ihn lalwl nliyinailor 


nputen(aj, il any. do you own?....?9B^| 





































































































































































































FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PACES 47 to SI. AN ORDER FORM IS ON PAGE 52 


CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 


LOWEST EVER PRICE ROMS! 


with orders over £10 


Ves a £9,95 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop* Check out the 
offers on this page and on pages 47 to 51 and send or 
phone your order ■„ If it comes to more than £10 (ex cluding 
postage) well enclose a copy of this Pacman type game 
absolutely FREE if you ask for it. * 

*NOTE the game is on disk only and we will not therefore include a 
copy automatically unless your order contains disks 


ZORK I DISK ONLY 


The infocom classic and |he adventure game that changed the way 
all lulure adventures were written. The Great Underground Empire 
Q| Zflrk is well documented by new and thousand?- of players have 
become addicts graduating to Infocom's more difficult adventures. 
Zork I is the ideal introductory level adventure for beginners or 
those with a little experience. II you have never ventured under¬ 
ground before now i$ the time to try, it's never been Cheaper to 
expand your universe I Classic original Infocom packaging with 
excellent manual and 0 map. 

OUR SPECIAL pO nCI 
OFFER PRICE £»^a«70! 


KABOOM 

Challenge the Mad Bomber as he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would you tike to be the Mad Bomber and try to flatten 
one of your friends? Lots of excitement for one or two 
players in this addictive arcade game that won awards for 
Beat Audio end Visual Effects when if was first released. 
Simple yet addictive. 

ROM CARTRIDGE 

OUR PRICE £2.95 

MASTERTYPE 

Now anyone can learn to type whilst playing a challenging 
game, Mastertype was one of the original game based' typing 
tutors which requires you to zap enemy words as they 
approach from the four corners of the screen. But it not really 
a game for, before you realise It, you will become quite 
proficient an the keyboard as you progress through 10 les¬ 
sons of increasing eompiexity. 

R0M CARTRIDGE 

OUR PRICE £2.95 


SUPER SPECIALS 

MAXWELLS DEMON 

Check out l he review In Issue 49. Paul Rixon found 
this simple game to be guile addictive and at this 
price can you afford not to become addicted! It’s a 
different type of game, more in the Tetris mould than 
an arcade game- h sure makes you think and the 
price won't break you if you don't get fully hooked. 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One Of the most famous Of platform games that has 
you jumping over fire, running over treadmills and 
bombs, climbing ladders, sliding down poles and 
more with some great graphics. Master all 22 screens 
If you can and then create your own for neve rending 
fun. This is what platform games are all about. 

DISK OR Recommended price 

CASSETTE £7.95 cwat«il£9.95 dink 

SUPER SPECIAL JUST £1.99 

ZAXXON 

One of the all time classics for the Atari, Zaxxon set 
new standards when first Issued and was copied 
many times Pilot your craft across the unique 3 
dimensional baltlcfield shooting enemy fuel tanks, 
a mi-aircraft tanks and missiles before launching off 
through space for the ultimate conflict with a mighty 
robot - few have got this far! Zexxon, often copied, 
never bettered and t-IEVER at this incredibly low 
pricel 

DISK OR Recommended price 

CASSETTE £7M cmsettei£9.95 disk 

SUPER SPECIAL JUST £2,99 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP. PAGE 6. P.O. BOX 54. STAFFORD, ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 





















